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OK, EVERYBODY, LET’S get the obvious out of the 
way right up front: We've dedicated this issue primar- 
ily to Super Smash Bros. Ultimate and given it the 
name "Everyone is Here!", but we know full well that A 
the playable roster reveals for the newest Smash 4 

sequel won’t actually end with Isabelle. It’s just that, Ay] G ] 

as of this writing, she’s still the most recent addition Ne) Р 


to the cast, having made her official entrance into the 


franchise as a fighter during Nintendo’s September 13 í A TM 
Direct video presentation. `. 
° 


"As of this writing" is the key phrase there, and it's 
one you'll occasionally see used elsewhere in the U L T IMAT E 
pages of our fine magazine here. And that's because, 
though we work on content for each issue all the way 
up until the last possible moment before publication, 
there always comes a day when we just have to be 
done. Hands up, pencils down. We release our final 
pages to our printing company and they take over, 
transforming digital files into physical magazines and 
mailing them out to all of you. That process, in turn, 
can take a few weeks, which sometimes means that 
bits of info included in our issues can occasionally be 
a little out-of-date by the time the print edition lands 
in your mailbox. (Digital NF subscribers receive their 
copies almost instantaneously after we've finished 
working on them, at least. Hooray for the magic of the 
Internet!) 


4 


| bring all of this up right now because one thing | 
absolutely wanted to include with our Super Smash 
Bros. Ultimate issue was a wall poster featuring every 
single playable fighter in the game. And so we've 
done that! Print readers will find the poster pictured 
to the right packaged alongside this issue (with the 
game's key art from the retail box on the opposite 
side). Because of needing to cut off work on this issue 
to make our print deadline, though, Isabelle is the last 
character to appear on it. 


. . . For now! We're not done! A future NF Magazine 
issue will include an "extension" poster that wi 
connect to the bottom of the first one and continue o 
with the rest of the playable cast from the base roste 
— as well as any DLC fighters that get added in the 
months and years ahead too. We'll wait until Nintendo 
announces the very last Ultimate fighter, then finish 
the ultimate poster! So maybe hold off on framing it 
as it is right now, and hang it up high enough on your 
wall to be able to add that extension later! — LUCAS 


NOTE1: NINTENDO'S TOTALLY GOING TO REVEAL ANOTHER FIGHTER 
IMMEDIATELY AFTER WE SEND THIS ISSUE TO THE PRINTER, ARENT THEY? NOTE 2:1 DONT ACTUALLY THINK THAT THERE WILL BE 48 MORE FIGHTERS. THIS IS ALL PLACEHOLDER. 
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INBOX 


THE HYPE CYCLE 


Maybe it’s because I’m getting older. Maybe because it 
takes a lot of my time and attention to keep up with 
our new baby boy around the house. Or maybe I’ve 
always been this way, and I’m just coming to realize it 
more fully as time goes on: | love playing Nintendo’s 
video games, but | love the anticipation of playing 
them even more. The months — sometimes years — 
leading up to their release. The speculation. The 
hopes. The dreams. The hype cycle! 

And no series has hype cycles quite like Smash. 
Masahiro Sakurai has absolutely mastered the art of 
fanning fandom into flame — every reveal, every bit of 
new information that’s released about an upcoming 
Smash sequel brings the entire Nintendo community 
to an immediate halt. Everyone stops, cheers, spends 
days or weeks analyzing every tidbit and each little 
detail, then gets hungry for more and the cycle within 
the greater cycle turns and turns again. 

The hype leading up to the launch of Super Smash 
Bros. Ultimate has been especially potent given the 
shortened timetable between the game’s official 
reveal and its upcoming on-sale date. It was just given 
its unveiling at E3 this past June, and it’s going to be 
in our homes on December 7! Not even half a year to 
cram character reveals, music announcements, 
gameplay details and more into, and it feels like the 
time has been flying by. 

I’m thrilled to be able to contribute to the excite- 
ment for all of you who are anticipating this sure-to- 
be massive hit. This issue of NF Magazine is going all- 
out for Super Smash Bros. Ultimate! It’s our biggest 
issue ever, as we’ve added 16 more pages beyond our 
normal page count in order to be able to fit in a huge 
full-roster feature article that gives individual atten- 
tion to every single playable fighter in the game. Then 
we’ve got some Smash-related comics sprinkled 
throughout, our Interview section welcomes the all- 
time greatest competitive Smash player ZeRo, our 
print editions are shipping out with massive double- 
sided wall posters featuring the whole cast . . . it’s big. 
| truly hope it gets you even more hyped for Smash, as 
just working on it has sent my mind over the edge of 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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The best Smash story I have is of 
playing Brawl with my younger brother. 
Like most siblings, we fought a lot 
growing up, but Brawl was the one 
game we could play together without 
getting into arguments. We'd play the 
Subspace Emissary on co-op every 
Sunday morning, and it led to some of 
the best bonding moments we've had. 
— ASH BURDICK 


During a Smash Bros. tournament last 
year at my college, | was playing 
Villager and one of the other students 
was playing Little Mac. І had very little 
experience playing competitively, but | 
knew that Mac was a close-range 
fighter, so | decided to play keep-away 
by spamming Lloids and Balloon Trip! 
Even more amazing, it actually worked! 
The stage we were on was Gaur Plain, 
so my competitor ended up throwing Ol’ 
Mac to his death, and | went on to the 
next round! — MAC CICERELLI 


At my school we have an off-campus 
lunch, which allows us to leave campus 
for a short period of time while lunch is 
in session. One of my friends lives very 
close to school, and every Friday about 
eight of my friends and | would go over 
to his house and play Smash 4 for as 
long as we could before class started 
again. It was awesome! There were only 
four controllers and eight of us, but we 
didn’t care. It was fun just to watch and 
cheer each other on! We would squeeze 
in as many battles as possible before we 
ran back to get to class on time. 
Hopefully we'll continue the tradition 
with Ultimate! — NATHAN HONTZ 


What a WAAAAAAHHndeful reception! 
Our special Waluigi spotlight issue was 
one of the most popular we've ever 
done, riding the wave of fan fervor for 
that most illustrious ill-tempered titan 
and making waves on social media. 
Even IGN promoted the issue on-air 
during an episode of Up at Noon! We 
didn’t even ask them to do that — they 
were just so in awe of the glory of 
Waluigi that they had to spread the 
good word. (Thanks Brian and Max!) If 
you tore your eyes away from Waluigi 
last time, you might have seen our 
Player’s Poll questions for this issue. 
We asked you all to share some of 
your stories from memorable past 
times you’ve played Smash games. 
Then asked what you would do if you 
were the one in charge of Ultimate. 
And, finally, the classic question: Who 
do you most want to become a new 
playable fighter? Your answers now! 


If | was the director of Super Smash 
Bros. Ultimate, the first thing | would do 
is make sure that Waluigi is a playable 
character. After that | would make sure 
that all features from past Smash Bros. 
games will be available, such as bonus 
stages, special melees, items, a story 
mode, creating a character, etc. After 
all, the word "Ultimate" is in the title, so 
new features would also need to be 
added, such as tons of options for 
creating a character, more minigames 
and other new ideas that can be added 
such as a racing game, a puzzle game or 
the ability to play tag-team when 
fighting. - GEORGE LEE 


| would make all the other characters 
Assist Trophies and would make Waluigi 
the only playable character. That way he 
could get the revenge that he deserves! 
— RORY І. 


| would drop cataclysmic boss fights 
into the mix in the same way new chal- 
lengers used to appear, forcing 
everyone to band together to stop the 
sudden appearance of the new threat. 
Winning would add the epic-level enemy 
to a roster and a new mode would run 
players and their chosen heroes 
through a gauntlet pulled from the list. 
Upon unlocking all the enemies of the 
roster, a fully realized story mode would 
be born, pitting the heroes, anti-heroes 
and less noble cohorts against the worst 
of the worst, the larger-than-life, too- 
big-and-bad-to-be-playable villains, the 
likes of M. Bison in his full arcade rule- 
violating glory, Sephiroth, Mother Brain 
complete with cybernetic body second 


form, the non-Castlevania screen-filling Medusa 
from Kid Icarus, Metal Gear, Calamity Ganon, Zant 
and Andross, just to name a few. I'd throw in some 
special tricks for the heroes to even the odds, such 
as signature items like Kirby’s Warp Star or Simon’s 
Flame Whip, strategic options for selecting teams, 
supporting items and/or NPC allies and RPG-style 
character bonuses for winning. 

That would be ultimate in my book: Dream Teams 
against Nightmares! — SAMURAIAN 


| think my dream character would be Urbosa. She 
would make an amazing well-rounded fighter, and 
for her Final Smash she would hit all the fighters off 
the stage with a Sand Seal! — WYATT STEVENS 


I've always wanted Isaac, but after the masterpiece 
that was Xenoblade Chronicles 2, there’s no one | 
want more than Rex & Pyra playing in a similar 
fashion to Pokémon Trainer. They even won a poll in 
Japan! Let our voices be heard once more! — JOHN 
KNUDSEN 


PH be effusively excited if Travis Touchdown (No 
More Heroes) cuts in. I'll be just as jubilant if Kazuya 
Mishima (Tekken), Lola Pop (ARMS) and/or Elma 
(Xenoblade Chronicles X) join the roster. Of the 
aforementioned, | believe that Travis is most likely, 
whereas Lola has the lowest chance — which is ironic 
considering that Lola Pop was created by an in- 
house development team at Nintendo! — SIDNEY 
ENG 


Chrono or Frog from Chrono Trigger. ‘Nuff said. 
— KURT PRENGER 


My dream character is undeniably Shovel Knight! He 
has a ridiculous amount of moveset potential, is 
highly requested by fans and Yacht Club Games 
themselves endorse his inclusion! He’d be a natural 
fit! (Bonus: Since Shovel Knight’s already an Assist 


| get a lot of negativity for this opinion: | really want Sans the skeleton from the popular indie game 
Undertale to be in Smash. | get so tired of people saying that | only want him to be in there just for 
the memes: | DON’T. People also say he has nothing to do with Nintendo. But in fact, the game is 
based heavily on EarthBound, which hasn’t had a new rep since Brawl (and Lucas is basically 

Ness but can freeze). He also has a good potential moveset. His Normal Special could be a bone 
that does only 1% damage but adds poison. His Side Special could be a blue bone that does 
slightly more damage and adds poison, but the attack doesn’t do anything if the enemy is still 
when hit. His Up Special could be his teleportation ability, and his Down Special could be bones 
coming from the ground. His smash attacks could be based all around the Gaster Blasters. Sans 
would also be one of the lightest characters in the game, making him easier to launch (since he has 
only 1 HP in the original game). | would also love to see some alt costumes, like Ink Sans. Now, | can 
hear someone ask, "But Undertale is a game about sparing NOT fighting." That’s why Sans is perfect! 
He’s the only character in the game that would kill you in an instant if it weren’t thanks to a certain 


promise. And when is the only time you fight him? In the Genocide Route. Thanks for reading all this. | 


Trophy, a more realistic character that | want is 
Karate Joe or the Chorus Kids. Either one would 
make me happy!) — HORIZONE 


My all-time dream fighter? Probably Karate Joe. 
Especially if he bobs to the beat of whatever song is 
playing! But Sakurai and the rest work so hard 
already. I'll settle for wishing for Banjo and Kazooie! 
— ALEX WINTER 


My realistic dream character is Ashley from the 
WarioWare series (but she was cursed as an Assist 
Trophy once more). My unrealistic choice is Phoenix 
Wright, but | don’t expect that to ever happen. 

— ALEX THORNE 


The character I’ve always wanted to see in Smash is 
Bonk. | always imagined that picking Mario vs. Sonic 
vs. Bonk would open an Easter egg where Johnny 
Big Voice would announce "Console War!" and 
whatever stage would get '90s era flair, like neon 
confetti falling or some other '90s design aesthetic. 
— BRIAN DI CESARE 


First-party, | of course want Andy and/or Sami from 
Advance Wars. Wars is a 12-game series (13 if you 
count that Dragon Quest thing), and yet has worse 
representation than Golden Sun in all of Smash. It 
just feels like there’s a big, gaping hole in the roster 
without SOMETHING there; especially with all the 
Fire Emblem. Yes, even more so than Waluigi, there 
NEEDS to be more Wars in Smash. — ZACHARY 
CZARNECKI 


Please let Geno come to Smash. That's all | want. 
Super Mario RPG is one of my favorite games of all 
time, and | love Geno as a character so much. King 
K. Rool, the Inklings, Chrom and Isabelle have all 
been promoted from Smash 4 Mii Costume to Smash 
Ultimate fighter . . . Geno can do the same! 

— JASON HUNT 


just want Undertale and its community to have the respect it deserves. – JOSHUA BLOEDEL 
As an Undertale fan myself, I think your idea has merit! And with appropriate 
timing, the game is now available on Switch. See our review on Page 17! 


DON’T ANGER 


THE OX г 


Will the Mario Movie by Illumination be a hit or 
miss? — ETHAN KLEINWOLTERINK 

Hard to say, as we’ve seen literally nothing on 
it. | think it will probably be a commercial hit 
but not so well critically, because that’s how 
these things seem to roll. 

It might depend on how true they are to 
the games, and if they think people will want 
to see Mario rescue Peach from Bowser — 
again — on the big screen. 


Do you think there'll be a Super Mario Odyssey 2? 
— DEW 

Pm hopeful. The Tokyo team are the only ones 
who have made 3D Mario games with sequels 
of some kind, and 1 think there's a lot more 
they could do. In fact, I’m hoping this echoes 
Galaxy 2 and the reason there hasn't been 
DLC is that they figured it would be easier to 
just make a new game altogether. Bring on 
Sarasaland, Isle Delfino and Donkey Kong 
Island! 


SUPER SMASH... ACTUAL BROTHERS 


As a follow-up to the father/son Super Mario Odyssey costumes featured in NF #30 a year ago (1 was 
T-Rex Mario and Carter was Mario wearing Cappy), here’s a handful of shots from this year’s Thomas 
family Halloween to keep the tradition going. Originally the boys’ plan was to go as the traditional 
brothers duo of Mario and Luigi, but that all changed when Calvin laid eyes on the Charizard costume. 
Carter carried on with his Luigi plan all the same, which ended up making for a nice Smash Bros.-style 
crossover costume pair with a couple of characters who only ever meet on the battlefields of Smash! 


THE PLAYER’S POLL 


Congratulations to Nathan Hontz, the winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around we're interested to know 
your thoughts on a few questions inspired by Shovel Knight! 


QUESTION #1 QUESTION #2 QUESTION #3 


Shovel Knight first launched With Shovel Knight finally Finally, a few of the characters 
back in 2014. Have you played nearing completion, what in Shovel Knight were made by 
it? If so, when and on what game do you think Yacht fans. If you were to add another 
system? If not, why have you Club Games should take character to his world, who 
not played it yet? on next? would you create? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player’s Poll for Issue #37" — this time, one reader whose answers are picked 
for print will win a copy of Shovel Knight: Treasure Trove for Nintendo Switch! 


COMIC BREAK 


N FOR MEGA’ 


HAHAHA! GoT You 
AGAIN, MEGA MAN! 
a’ 
й е 
A 
7 e 2 


NINTENDO 


SWITCH. 


OuT WITH THE OLD? 


Is Nintendo planning to launch a new version of the Switch already? 


YOUR TOP-OF-THE-LINE new 
Nintendo Switch system might be 
dropping down to second-string status 
sometime in 2019. According to a 
report published by The Wall Street 
Journal on October 4, Nintendo is 
already hard at work on a revision of 
the Switch hardware and is planning 
to roll it out to retail stores at some 
point in the second half of next year. 

It seems soon, right? Though it’s 
been a year and half since the Switch 
launched back on March 3, 2017, it still 
feels like a totally fresh and new piece 
of tech — at least to me. But if this 
timetable turns out to be true, that 
inaugural Switch version will have 
been sitting on store shelves for over 
two years by the time the revision 
arrives. Perhaps getting closer to 
three, depending on the timing of its 
debut. It seems like more of a real 
possibility when you think about that. 

Also hard for me to wrap my head 
around is just what a Switch revision 
would, well, revise. The system’s so 
slick just as it is, so what would be 
upgraded? Let’s consider some differ- 
ent options. 

The size of the screen could be 
increased. While the screen on the 
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Switch itself has no bearing on the 
experience of playing games in TV 
Mode while it’s docked, a larger screen 
would be a draw for those fans who 
prefer to play their Switch games 
portably first and foremost. The 
existing Switch (seen above) has a 
thick black bezel around its screen, 
and | could picture a version with that 
wasted area made thinner in favor of a 
Nintendo Switch "XL" screen. 

Or perhaps they'll address screen 
resolution? Currently most games that 
output their graphics at 1080p in TV 
Mode hit the upper bound of 720p on 
the go. Could a hardware revision with 
new screen tech bump up that number 
and allow 1080p to be the standard 
even in Handheld Mode? (I’m no tech 
wizard, so the practicality of it escapes 
me. I’m just asking the question.) 

One idea that’s been floating 
around the fandom since before the 
Switch even launched is that Nintendo 
could produce a portable-only version 
of the system that would not be able 
to dock and output video to a TV. | can 
kind of see how that might be an 
appealing device to own (and those 
who’ve championed the idea suggest it 
as a way Nintendo could offer the 


hardware for a cheaper, entry-point 
price), but | don’t see it happening. It’s 
the Nintendo Switch, after all. The 
whole point is that it can switch back 
and forth between handheld and 
home console. Would the company 
really shoot their marketing in the foot 
by making the system’s second edition 
unable to live up to its own name? 
Thus far the only new hardware for 
the Switch has been various recolors 
of the Joy-Con and Pro Controllers, like 
the new Eevee and Pikachu varieties 
shown above. Nintendo did also 
recently push the standard-size New 
Nintendo 3DS with swappable face- 
plates as its primary draw. Could a 
new Switch version be something 
similar, with the inner workings hardly 
touched and just some different color 
casings leading the charge? This is still 
the same company that sold the 
monochrome Game Boy for nearly a 
decade before finally giving us the 
Game Boy Color. For years all we got 
was "Color Game Boy" — as in the 
same hardware from launch, but in 
red or green or yellow shells. If it’s 
that scenario again, | reserve the right 
to laugh maniacally ... as | try to keep 
my wallet closed to resist temptation! 


Enjoy your 
Nintendo Switch 
while you can, 
everyone, because 
were now on the 
slippery slope 
heading toward the 
inevitable future of 
the New Super 
Nintendo Switch 
XLSP U Deluxe. 
With three screens, 
a seven-foot 
telescoping stylus 


and still no built-in 
voice chat solution. 


— LUCAS 


NINTENDO GRANTS 
AN ULTIMATE WISH 


Chris Taylor’s fan campaign ends in success. 


WE LIKE TO keep it light here at Nintendo Force, but the only way to 
do justice to this story is to get a little serious. We all have limited time 
on this planet, and none of us knows exactly how long it will be until 
the end. Most of us try not to think about that too much, as it’s not a 
very comforting thought, but some of us don’t have much of a choice. 

Chris Taylor, a 21-year-old Smash fan who had been suffering from 
cancer for over three years, is one of the people who wasn’t given that 
choice. After seeing that his condition was not responding to clinical 
trials, and that his cancer had spread into his kidneys and adrenal 
glands, he decided that he would no longer continue treatment. His 
doctors estimated that he had three to six months to live. 

Knowing that every second counted, his friends, family and eventu- 
ally a group of relative strangers online rallied together to help make 
Chris’ last wishes come true. One of those wishes was to get to play 
Super Smash Bros. Ultimate. The game was announced shortly before 
Chris made the decision to discontinue medical interventions for his 
condition in July, and by September, he was already bed-ridden, so any 
attempts to go to public demos for the game at places like Best Buy or 
PAX were not an option. That's when the online campaign to connect 
Chris with Nintendo really kicked into high gear. Thankfully, their 
efforts were successful. 

On September 21, Chris and a few of his friends were playing Smash 
Ultimate by his bedside, laughing and smiling as friends do when 
they’re playing a new game together. If you didn’t notice the oxygen 
tubes in Chris’ nose, you probably wouldn’t guess that anyone in the 
picture was sick! Nintendo had come through, sending two representa- 
tives to Chris’ home with a copy of the E3 Ultimate demo in hand. 

Four days later, Chris passed away, surrounded by friends and 
family in the comfort of his own home. On social media, his brother 
Zach said, "| hope Chris’ memory lives on through all of us. He just 
wanted to get out there, meet some people and play some games." 

— JONATHAN 


THE SINCEREST FORM 
OF FLATTERY Look familiar? 


IN 2016, NINTENDO brought back 
the original Nintendo Entertainment 
System in a new miniaturized form, 
updated with modern HD output and 
pre-loaded with 30 different hits from 
the 8-bit era. In 2017, they did it again, 
releasing a scaled-down Super NES 
which, as before, came equipped with 
several of the masterpieces of its 
legacy library all already stored inside 
its tiny plastic housing. They were the 
NES Classic and SNES Classic, respec- 
tively. 

In 2018? Get ready to welcome 
Sony’s all-new, entirely original next 
machine: the PlayStation Classic. 

Yes, beyond even copying the Big 
N’s marketing approach and sized- 
down console dimensions, they’ve just 
gone right ahead and adopted the 
exact same naming convention too. 
Because why not? Why try to hide it? 
They’re copying Nintendo again, as 
they’ve done many times before, and 
there’s no reason to be anything other 
than entirely upfront about it, because 
we all know the score by now. 

Now, of course, we have to rag on 
Sony a bit seeing as we're a Nintendo- 
loyal magazine here. But this product 
actually looks pretty sweet. The NES 
and SNES Classic were both great one- 
stop nostalgia boxes that offered an 
easy way to turn back the clock and 
replay the greats from those chapters 
of Nintendo history, and having the 
opportunity to do the same with the 
first PlayStation era is exciting. 


There’s even a Nintendo connection 
to be made now, since PS1 icons Cloud 
Strife and Solid Snake have both been 
added to the Super Smash Bros. series 
roster since the PS1/N64 era came to 
an end. Cloud's debut game, Final 
Fantasy VII, has already been con- 
firmed to be one of the 20 titles pre- 
installed on the PlayStation Classic — 
and though it hasn't been revealed 
yet, it would be a major miss if Sony 
didn’t also secure Metal Gear Solid for 
one of the other spots, as that’s a true 
masterpiece of the first PlayStation 
age and the game that solidified Snake 
as an industry icon. (Let’s be real — if 
the NES Metal Gear and Snake’s 
Revenge were where his tale came to 
an end, he never would have made the 
cut for Smash.) 

Sony’s PlayStation Classic hits store 
shelves on December 3 with an MSRP 
of $99.99. And since Nintendo has not 
revealed an N64 Classic yet, Big N fans 
may very well cross the border to try 
retro gaming of a different flavor this 
holiday season! 


Will Sony see as much 
success with this Classic as 
Nintendo had with theirs? 
It'll all come down to game 
selection, and they haven't 


revealed all that'll be on board 
› 
yet. I’ve got one pre-ordered, 
but | may cancel if the final 
lineup is too light on true hits. 


— LUCAS 


LECTORS CORNER 


EVERY AMIIBO IS HERE... AGAIN! 


AN OUTLET KNOWN as NintendoSoup broke the story recently that a complete For absolute completionists, there’s a variation in the new boxes for the reprints, 
host of Smash Bros. line amiibo reprints would be coming soon — but only to Japan. though it’s subtle. Several of the amiibo from the Smash Bros. line have risen 
I've found no info as of this issue’s printing to indicate that the reprints will be steadily in value since the line was essentially completed after the last round of DLC 
coming to the West, but | don’t think that Nintendo will sit idly by and waste an for the fourth Smash entry, so worldwide reprints would be welcome to many fans 
opportunity to make stacks of cash. (Though you can never really predict Nintendo.) still looking to complete their sets or just grab their favorite character at a reason- 
We know that a pair of Newcomer amiibos will be present in stores on Ultimate's able price. (I shudder to think what importing an entire reprinted line would cost, if 
launch day: Ridley and Inkling. We also know that returning Veteran Wolf will get his it should come to that.) Just keep in mind that Japan is much smaller than the U.S. 
own amiibo on December 7 as well, and that the rest of the fighters not present in and Europe, so Nintendo might need more time to plan reprints for those regions, 
the Wii U/3DS version of Smash Bros. will be getting figures sometime after launch. hence the lack of an announcement. With Nintendo and life, patience is a virtue. 
(That's all those silhouetted below, plus any others revealed later.) The fighters being released in mid-January in Japan include Fox, Villager, Kirby, 
The Japanese reprints are being released in two batches due to Luigi, Diddy Kong, Pit, King Dedede, Ness, Zero Suit Samus, R.O.B., 
the line’s sheer volume. Even the "Player 2" Palutena, Dark Pit, Dr. Mario, Mr. Game & Watch, Corrin 


Player 1 and Corrin Player 2. Everyone 
else launches alongside the game 
on December 7. Good luck out 
there, ’bo hunters! 


versions of Bayonetta, Cloud and 
Corrin will get reprints! Maybe 
an entire "Player 2" line will 
be created for the whole 
roster? It could happen! 
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Collector’s Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


fe wa. 


INK-REDIBLE! 


Good Smile presents the Inkling Girls. 


IF YOU WANT a truly great figure of a popular char- 
acter, look no further than the Figma line from Good 
Smile Company. Max Factory's sculpts are always 
spot-on, and the Inkling Girl from Splatoon is no 


TREASURES OF THE CHAMPIONS | «тестени: 


smirking expression as well as a smiling expression. 


For only the greatest fans of The Legend of Zelda: Breath of the Wild. She comes toting her signature Splattershot and ink 
tank, and she can even accessorize with some studio 

DARK HORSE COMICS latest Zelda series tome will be called The Legend of Zelda: Breath of the headphones. An effect part that makes the gun looks 
Wild — Creating a Champion. This is a standalone companion book that will compile sketches, official like it's shooting can be attached as well, adding to 
illustrations, design artwork, commentary, a historical section and interviews. This book is also the awesome poses that Figmas can attain. Speaking 
getting two special editions: a Hero's Edition and a Champion's Edition. of posing, a stand is included, as is standard with 

The Hero's Edition has blue coloring like Link's Champion's Tunic, an exclusive cover, a cloth map most Figmas, to allow for really dynamic movements. 
of Hyrule, a print of the photo of Link with the Champions and a glass replica Spirit Orb. This set will Better yet, a DX version of the Figma adds the 
set you back $89.99 and will release November 20. Inkling Girl from Splatoon 2! She comes with a 

The Champions’ Edition, meanwhile, is pictured above. It’s exclusive to GameStop and the case will grinning expression and both figures come with artic- 
have gold foil, the cover will be exclusive to this set and the book itself will feature gilded edging. A ulated eyes to change where each Inkling is looking. 
Calamity Ganon tapestry, an art print with the champions going to battle and six mini prints of the The DX set goes all out with the weapons too, adding 
champions and Zelda will also be included in the case. The best additional part is the four glass orbs the Splat Dualies, a Splat Roller and a Burst Bomb to 
that replicate Mipha's Grace, Daruk's Protection, Revali's Gale and Urbosa’s Fury, complete with laser really smother opponents. There are also two hats 
etchings of their Divine Beasts. This edition will cost $149.99 and its date is November 30. added: the King Flip Mesh and a knitted hat. 


Another reason to splurge on the more expensive 
set? You get squids, splat sheets and several splat 
effect parts to make your desk look like a Turf War is 
going down. 

All of the figures come out in May of 2019, and 


LETS PUT О М А р U Р Р ЕТ S H OW | pre-orders are open now until November 29 this year. 
° Act fast to secure yours quickly! 


Nintendo’s icons are ready to tell whatever tales you choose. 


PRE-ORDERS HAVE POPPED up on European gaming sites for several new Nintendo puppets — in 
fact, Mario, Luigi, Peach, Bowser and Piranha Plant puppets have already been released, and several 
have sold out! Now, Round 2 is set to drop any month now and will include six new puppets. Link and 
Zelda in their Wind Waker iterations will represent the Legend of Zelda series, and to show the Super 
Mario line more love, Hashtag Collectibles will add Bowser Jr., Toad, Yoshi and a Giant Piranha Plant. 
These tend to retail for around $25 each and will be at GameStops and ThinkGeek stores. Now to 
build a living room puppet theater! 
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MEET MELTAN! 


An all-new Mythical Pokémon revealed! 


DID YOU CATCH IT? 

At the end of September, during 
one of Pokémon GO’s Community 
Days, a strange, blobby metal 
Pokémon with a stripped wire tail, a 
hex nut for a head and a beady black 
eye was discovered in the wild. 
Capturing it successfully would reveal 
that it was really a transformed Ditto. 
Pictures and video of this strange 
transformation swept the world, 
leaving tons of questions in its wake. 
Was it an embarrassing mistake on the 
part of the developers, or could it 
have been the reveal of something 
related to an all-new Pokémon game? 


Nothing like a surprise 
reveal to level up your 
excitement! Although 
my Pokémon GO skills 
are admittedly a bit rusty 
... no pun intended, 


— REBECCA 


A few days later, video calls between 
Pokémon GO's Professor Willow and 
Pokémon: Let's Go's Professor Oak 
revealed the truth: the introduction of 
an all-new Mythical Pokémon, Meltan! 
It's a curious little Steel-type that 
loves eating metal and making 
mischief! 

Meltan is set to make its formal 
debut in Let’s Go, Pikachu! and Let’s 
Go, Eevee!, and the games’ integration 
with Pokémon GO is the key to getting 
it on your team. A Mystery Box will be 
sent to your Pokémon GO inventory 
the first time you send a Kanto 
Pokémon from Pokémon GO to either 
of the Let’s Go games, and opening it 
in GO will give you the opportunity to 
catch Meltan. However, there may 
even be an evolution or a different 
form waiting to be discovered... 

This is the first time Pokémon GO 
has been the source of an exclusive 
new Pokemon reveal, and the integra- 
tion with the upcoming Let’s Go games 
brings hope for some more surprises, 
especially as The Pokémon Company 
gets ready to lift the curtain on the 
next great Switch-exclusive Pokemon 
adventure in 2019. What other new 
discoveries will Professor Willow 
reveal next? 


Great! 


| caught a brand-new 
"mon in Pokemon GO! 
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It turned out to be 
a Ditto in disguise. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


THE TIMING OF this one hasn’t lined up too well with our 
print publishing schedule, as it was announced too late for us to 
cover it last time, and now it's due to go on sale November 2 — a 
little too late for us to be able to make a review happen for you 
all in this edition. Alas. But Diablo III is a known hit on other 
platforms, so consider its new Switch version with confidence! 
See Page 60 for more. 


ON THE ABSOLUTE opposite end of the content 

spectrum from Blizzard's M-rated dungeon crawler 

is Nintendo’s blissfully E-rated invitation back to 

the Kanto region — where the quest to catch ’em all 

first got started two decades ago! As with most Let’s 
Pokemon adventures, you'll have your choice of Ge 
which starter will join you on your journey... 


... BUT INSTEAD OF making that decision in-game, you'll 
have to choose before you go to the check-out counter. If you 
buy Pokemon: Let’s Go, Pikachu!, the most famous face of the 
franchise will accompany you. If you pick Let's Go, Eevee!, you'll 
instead get the not-quite-as-popular-but-still-adorable Evolution 
Pokémon as a constant companion. (It just won't ever evolve.) 
Got questions? Answers available on Page 62! 


ALL OF 2018 has been building toward this. As the 
final month of the year gets under way, the hype 


will surely hit explosive levels as millions of fans of SUPER 

dozens of different franchises look to the new king MASH BR: AC" 
of crossovers that's bringing them all together: 4.4% А 
Super Smash Bros. Ultimate arrives on December 7. таараа ааб 


ULTIMATE 
Much, much more in the pages ahead! 


LOOKING AHEAD TO what Nintendo's got planned for the 
opening days of 2019, there's yet another Wii U port on the 
docket: New Super Mario Bros. U, now made "Deluxe." (I like 
how they nonsensically kept the "U" in there, even though it’s 
not on the Wii U any more.) There’s one particular new addition 
to this port that’s turned a lot of heads, though, so scope out 
the situation on Page 56. 


JANUARY 11, 2019 will be the day that New Super 
Mario Bros. U Deluxe debuts, апа it'll be joined at 
retail that same day by another blast from Mario’s 
past: Mario & Luigi: Bowser’s Inside Story, making a 
return from the DS as a freshly remade and re- 
styled 3DS adventure. And with a new journey for 
Bowser Jr. attached as well! More on it next time. 


| kind of want to criticize Nintendo for really only having two note- 
worthy releases for the last two months of 2018, but | know both 
will be huge — and | just can't be anything but giddy with an all-new 
Super Smash Bros. sequel now so, so close to launch. | need to start 


making my launch day Smash party plans! — LUCAS 


SUPER 


и а шли 


MASH BR: NG 


ULTIMATE 


WE’VE EMBRACED THE theme "Everyone is Here!" 
for this Smash-celebrating NF edition, but of course 
we know that the cast list isn’t complete quite yet. We 
have DLC additions to look forward to in the future! 
Now, admittedly, Nintendo has not yet confirmed 
that Super Smash Bros. Ultimate will be getting DLC as 
of this writing. But come on — we know it’s coming. 
The 3DS and Wii U versions got tons of extra content 
spread out over a year after they first hit store 
shelves, including massive industry icons Ryu, Cloud 
and Bayonetta as Newcomers. There's not a snowball’s 
chance in Grumble Volcano that Nintendo won't also 
add more to Ultimate to appeal to its surely much 
larger install base. 
Like many Smash fans, I’ve already started letting 
speculation about possible DLC additions turn over in 
my mind, and 1 think the safest bets are going to be 
main characters from first-party Nintendo titles that 
weren't quite far enough along in development by the 
time the initial planning documents were done for 
Ultimate in 2016. So, 2017 releases like ARMS are 
definite possibilities to me: Spring Man would be a 
perfect fit, and he’s got a ready-made alt character/ 
Echo Fighter in the robotic Springtron. Or Ribbon Girl! 
Just the possibility gets me excited, and I love that 
Newcomer hype will continue even beyond December! 
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THE NES is Now ONLINE 


An all-new era of 8-bit gaming has arrived. 


EXPLORING THE 8-BIT era is now 
more affordable than ever. 

Back іп the 80s, buying cartridges 
to plug into the actual Nintendo 
Entertainment System hardware could 
commonly cost $60 or more. Getting a 
new hit game like Super Mario Bros. 3 
was a major life event for young fans 
(like | once was myself, so long ago 
now). Factoring in inflation, the $60 
my parents paid to buy the adventures 
of Raccoon Mario in 1990 would be 
somewhere north of $114 today. Yeah. 

As the years went on and the NES 
faded into memory, collecting games 
from its vast library of over 700 titles 
got more affordable — my personal 
collection expanded by leaps and 
bounds thanks to relatively cheap 
eBay auctions | won around my 
college years. That was the only way 
to keep on gaming on the NES all the 
way through the end of the GameCube 
era, so | sought out and acquired 100 
or so titles that | personally thought 
were the best of the 8-bit best. 

Then the Wii arrived, and things 
shifted significantly. Beginning in the 
2006 holiday shopping season, those 
stalwart fans lucky enough to locate 
one of the perpetually sold-out new 
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systems could fire it up at home, 
connect it to the Internet and access 
the all-new "Wii Shop Channel," in 
which a variety of retro games were 
available to purchase as digital down- 
loads! It’s entirely normal today and 
something we take for granted, but 
playing the old classics without their 
actual cartridges had been impossible 
all the way up to that point (legally, at 
least). NES downloads were priced at 
$4.99 apiece. Much more affordable 
than before, and | happily opened my 
wallet once again to re-buy dozens of 
the greats again under Nintendo’s 
"Virtual Console" banner. 

The Virtual Console method of 
selling NES (and other past systems’) 
legacy content carried on to the 3DS 
and Wii U, mostly unchanged except 
for selection. That $4.99 standard 
price held strong. So the next discount 
didn’t come along until two years ago, 
when Nintendo brought the tiny NES 
Classic into the world. Priced at $60 
and pre-loaded with 30 different 8-bit 
games, you could make the mathe- 
matical argument that each had been 
valued at two bucks apiece. The 
cheapest yet. 

Now, though? Free. Totally free. 
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(For a week, at least.) 

The now 33-year-old Nintendo 
Entertainment System has had the 
doors of its library of legacy games 
opened up once again through the 
arrival of Nintendo Switch Online. We 
had to wait for it to go live for a year 
and a half following the launch of the 
Nintendo Switch itself, but it’s finally 
here — you can no longer play the 
online multiplayer modes of games 
like Splatoon 2 and Mario Kart 8 
Deluxe without subscribing to 
Nintendo Switch Online. Opting in 
varies in price, but starts with a free 
seven-day trial in all cases, and during 
that time you can, yes, play a selection 
Of NES titles entirely for free. 

"NESflix" we've called it in the past, 
and it remains an appropriate 
nickname because you're offered a 
pre-determined variety of games and 
can continue accessing them for as 
long as you keep your NSO subscrip- 
tion in good standing. I’ve said it 
before, but I'll say it again to reiterate 
my point from a few issues ago: | like 
the idea of this shift. The Virtual 
Console approach worked, but buying 
one game at a time, for $4.99 a pop 
each time, limited exposure to this era 
to many. Nobody in 2018 should be 


paying even $4.99 to play something 
like NES Soccer. As part of a service 
like this, though? When it’s sitting 
right there and you didn’t have to buy 
it individually? Fire it up. Try it out for 
a few minutes and gain some insight 
into what was once considered to be 
on the cutting edge of sports video 
gaming. 

The NESflix approach seems like it 
could be better than even the NES 
Classic, too, in that the variety of 
games being made available through 
the Switch will surpass the locked- 
down 30 titles pre-loaded on it within 
the next few months. There are 
already deeper cuts here than either 
the Classic or the VC have given us in 
the past too, like Pro Wrestling! It’s a 
first-party Nintendo release from over 
three decades ago, but it has just now 
had its first official re-release through 
NSO, just this past September when 
the service went online. There’s a lot 
of potential here, and I'm looking 
forward to seeing how many hidden 
gems will be unearthed by whoever at 
Nintendo is in charge of updating the 
selection here. 

So NES gaming is back, again, and 
it’s arguably cheaper than ever — even 
after your one-week free trial of NSO 
runs out. The value is here. But how 
does it play? That I’m still not so sure 
about. 

First of all, the visual interface is a 
bit of an embarrassment. While there 


are three options for displaying the 
games themselves — Pixel Perfect, 4:3 
and a faux CRT filter meant to repli- 
cate the look of old 80s TVs — all 
three of them are ruined by the weird 
borders on the left and right edges of 
the screen and an annoying strip that 
runs at the bottom of the picture to 
constantly remind you what buttons to 
press if you need to access the menu. 
Blech. We can’t get a simple black 
border all around a centered game 
image, as on the NES Classic? Not even 
asking for the SNES Classic’s varied 
border options. 

Controls are awkward too. Trying to 
play with a sideways-held Joy-Con is 
laughably odd, as the NES Select and 
Start buttons are mapped to two- 
button combos, weirdly asking you to 
press the Plus Button and ZR together, 
for example, when you want to pause 
your Legend of Zelda adventure and 
pick a different tool for Link to use. 
The Pro Controller is better, but even it 
doesn’t offer button remapping, which 
just seems like such a barebones thing 
that I'm flabbergasted it’s not here. 
The Wii U Virtual Console had it. Why 
not Nintendo Switch Online? 

Another oddity: "Special" versions 
of some games. As mentioned, The 
Legend of Zelda is offered on NSO. It’s 
an absolute classic and everyone 
should try it out. But Nintendo’s also 
got a "Special" version of The Legend 
of Zelda available too, which is not at 
all special. Nothing is different about 
the game — rather, it just starts you 
off with a bunch of the adventure’s 
tasks already done, presumably to 
give you an easier time. It’s just a save 
state from some Nintendo employee 
who was forced to wander around 
Hyrule grinding for Rupees and col- 
lecting items. I’m nearly offended by 
its existence, because The Legend of 
Zelda is a pure, wonderful classic 
exactly as it is and the thought that 
some new young fans will try this 
"Special" abomination and have that 
be their impression of the first Zelda is 
horrific to me. Ignore it. Play the real 
game, as intended, cutting no corners. 
It’s not even that hard of a game! It 
doesn’t need an "easy mode." 

If it seems like my first impression 
of playing the NES through the Switch 
is a negative one, well, it is. There is a 
whole lot that Nintendo has done 
wrong here. But the variety in game 
selection is a strength, and millions of 
Switch owners being able to try for 
free (relatively speaking) a few new 
NES classics each month is encourag- 
ing. | appreciate the affordability. The 
rest of this, though? It needs more 
work. — LUCAS 
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THE NEXT STEP 


Leaving established brands behind. 


NINTENDO’S PUSH INTO mobile gaming continues, as 
following up the launch of such major brand-name titles as 
Super Mario Run, Fire Emblem Heroes and Animal Crossing: 
Pocket Camp comes... uh, "Dragalia Lost"? 

Don't fire up Wikipedia to search for the decades-old 
origin of this brand, as it’s brand new! While Nintendo’s 
relied heavily on the loyalty and nostalgia connected to their 
existing IPs for past mobile launches, this one represents the 
next step: Dragalia Lost is an all-new property created spe- 
cifically for this mobile game. The first-ever Big N franchise 
to debut on iOS and Android devices! 

While it may be a new name, it’s got a lot of the same 
energy and even a few shared ideas, storywise, with the 
recent Fire Emblem Fates: Your protagonist is a prince with a 
special royal bloodline that allows him to transform into a 
dragon! (For the connection, flip over to Page 51 and get 
reacquainted with Corrin.) Unlike that game, though, there 
isn't just one dragon to discover here — there are dozens, 
and seeking them out and adding their power to your 
fighting force of human and faerie allies is at the center of 
the quest. 

Dragalia Lost was developed through a partnership 
between Nintendo and Cygames, a Japanese studio responsi- 
ble for dozens of different mobile games dating back to 2011. 
The Big N had big faith in this project from the start, invest- 
ing heavily in Cygames by buying ир 5% of their stock. We'll 
see if it pays off for them! The game is available to download 
now, and we'll bring you a review next time! — LUCAS 
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TOGETHER AGAIN 


Nintendo and Final Fantasy, reunited. And it feels so good! 


IT WAS A betrayal for the ages. 

Back in the NES era, Nintendo helped launch 
the Final Fantasy brand. The first game got a 
huge push in Nintendo Power over the course of 
several issues, each one of them filled with epic, 
original artwork vibrantly bringing the world of 
the Light Warriors to life. A full Final Fantasy 
strategy guide shipped as one of NP's earliest 
issues, elevating the unknown brand to the 
same level of prominence and importance as 
Super Mario Bros. 3. It was a very big deal. 

The series skipped localizing the next two 
8-bit sequels, largely due to poor timing — 
gamers in the States were already moving on to 
the new Super NES. The Super NES, then, got 
the next English-language installments in the 
series — Final Fantasy: Mystic Quest, Final 
Fantasy II and the spectacular 16-bit master- 
piece, Final Fantasy III. With the momentum of 
that last one in particular, it looked like even 
bigger and better things were on the horizon for 
the continuing Nintendo/Square Final Fantasy 
partnership. 

Then the rug got pulled out from under the 
Nintendo fans of the 90s. As the series made 
the leap to 3D for the game that would come to 
be Final Fantasy VII, Square turned their back 
on Nintendo and took their next epic to Sony’s 
PlayStation instead. | was shocked and angry as 
just a teenaged Nintendo fan in America — | can 
only imagine the outrage in the Big N board- 
rooms in Japan at that stab in the back. 

And it wasn’t a one-time thing, either! Sony 
systems became the new home for all of Final 
Fantasy, as VIII, IX, X and beyond all launched 
exclusively for the PlayStation and its successor 
systems. It’s been over 20 years now, and while 
a few Final Fantasy spin-offs have made their 
way back to Nintendo hardware here and there 
over the decades, the core series hasn’t had an 
entry here since, well, Final Fantasy III in 1994. 


But now. Finally. After nearly a quarter- 
century of strained separation, Square Enix is 
bringing Final Fantasy back home to Nintendo. 
The success of the Switch seems to have con- 
vinced them to finally bury the old hatchet, 
make whatever amends needed to be made 
behind the scenes... and start making up for 
lost time with an absolute avalanche of titles 
bound for download in the Switch eShop! 

First up is a version of the latest mainline 
sequel, Final Fantasy XV. While not the same 
realistically rendered edition that launched on 
the PS4 and Xbox One, Final Fantasy XV: Pocket 
Edition HD tells the same story — just with chibi- 
style graphics instead. It’s available now. 

Three cutesy/cartoony spin-offs are up after 
it: World of Final Fantasy Maxima (a crossover 
game bringing lots of famous Final Fantasy 
faces together), Chocobo’s Mystery Dungeon: 
Every Buddy! (a port of the Wii hidden gem Final 
Fantasy Fables: Chocobo’s Dungeon) and Final 
Fantasy Crystal Chronicles: Remastered Edition 
(making an encore from the GameCube, but now 
requiring no Game Boy Advance connectivity to 
function). When it hit the Cube in 2004, Crystal 
Chronicles was Final Fantasy’s first reappear- 
ance on a Nintendo machine since the FFVII 
fallout. It was a big deal at the time, but still just 
a spin-off — and the main series didn’t follow. 

Until now! Closing out Square Enix’s massive 
homecoming will be five main series sequels, all 
of them making their Nintendo debuts at last. 
Final Fantasy VII, the game that started it all. 
Final Fantasy IX, a fan favorite from late in the 
PS1 era. Final Fantasy X and its rare direct story- 
line sequel X-2, both JRPG pinnacles of the PS2 
days. And Final Fantasy XII: The Zodiac Age, 
which should interest all you Xenoblade fans! 

Many of you literally were not born the last 
time Nintendo and Final Fantasy were on this 
good of terms. It’s about time! — LUCAS 


Long ago, 
ruled over Earth: 
HUMAHS and MONSTERS. 


Destroy 


IT’S FINALLY HERE - three 
years after it first graced the PC 
stage, the critically acclaimed 
Undertale has arrived on Nintendo 
hardware. It combines old-school 
aesthetics, quirky humor and game 
mechanics that run the gamut from 
platformers to shoot-’em-ups with a 
story that only gets deeper and more 
intense the more you play through. 
At first glance, Undertale seems 
like a typical indie RPG riding the 
retro aesthetic wave, but it’s more 
like an interactive storytelling expe- 
rience that has combat rounds and 
item shops. At the very beginning, 
you're encouraged to try and make 
friends with the creatures you 
encounter, but it’s up to you, the 
player, to choose whether you want 
to make friends or grind for gold and 
EXP. And when | say "you, the 
player," it’s because Undertale’s 
themes are so cleverly ingrained into 
the very programming that your 
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| Monsters... or Don't 


choices to save or spare are flagged 
by the programming for subsequent 
playthroughs. Did you accidentally 
kill that friendly NPC? Reload апа... 
wait, what did they just refer to? 
Some of Undertale’s memories are 
fairly innocuous — like your prefer- 
ence for cinnamon or butterscotch — 
but then there’s the battle where 
you've been keeping count of how 
many times your foe has slain you, 
even after you turn off the console. 
It’s like Toby Fox was wise to all of 
the familiar RPG tricks and tropes. 
The low-res graphics may not be 
everyone’s cup of tea, but they can 
be beautiful — a pine forest buried in 
snow; a swamp with softly glowing 
blue flowers as will-o-the-wisps float 
on the wind; a field of golden flowers 
blooming under dappled light. Aside 
from a few instances (like that one 
annoying little dog), you'll never 
encounter the same NPC twice, as all 
of the monsters you'll encounter 
have a unique look and personality 
to match. If you’re only familiar with 


the PC version, the console version 
offers up a choice of decorative 
borders to brighten up what is other- 
wise a drab layout, with one of the 
borders even changing to match the 
scenery (or lack thereof). 

Undertale’s soundtrack is also an 
impressive collection of different 
styles, from chiptunes to acoustic 
guitar to heavy metal riffs, and I’m 
sure many of the themes will stay in 
your head for a long time. The main 
theme and its many variations 
remain a personal favorite, as does 
the eerily calm music that plays 
during a journey through a marshy 
bog. 

Finally, the story. It only takes a 
few hours to play from the opening 
scenes to the final boss battle, but 
you'll need to play through multiple 
times to not only get the true ending, 
but to pick up on all the little details 
you missed. It’s both humorous (or, 
as Sans would likely say, "humerus") 
and heartbreaking as you travel 
through the underground and 


= SO hyped for 
the destruction 
of humanity. 


discover the many secrets of its 
varied inhabitants. There were lots 
of moments that made me laugh out 
loud — like Papyrus’ ultimate colored 
tile puzzle — as well as frustrating 
times when everything seemed to be 
going against me (until | was finally 
able to learn attack patterns well 
enough to dodge them cleanly every 
time). It was extremely satisfying to 
watch the final moments unfold and 
realize how much your actions made 
a difference. 

While officially an eShop release, 
Undertale also has a physical edition 
available through Fangamer. But 
digital or physical, if you haven't 
played Undertale before, you will 
want to pick this Switch version up to 
experience what everyone’s talking 
about for yourself. And if you have, 
and you want to experience it again 
for the first time, you’re now able to 
take it wherever you want to go and 
spread the gospel! — REBECCA 
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Don’t Shoot tHE MESSENGER 


IT’S A TALE of two genres — and 
graphical styles — with The 
Messenger. This sidescrolling game 
pays homage to Ninja Gaiden 
upfront, full of fast action, tough 
platforming segments and 8-bit 
visuals — but for the second half of 
the experience, it evolves into a 
Metroidvania with nifty time-travel 
mechanics that include 16-bit eye 
candy. 

While a cool concept in theory, | 
found myself more entertained with 
the straightforward action in the first 
part compared to the later explora- 
tion in The Messenger. That’s 
because the game relies rather 
heavily on quick deaths as part of 
the difficulty. Yes, there is a life bar, 
but there are tons of chasms and 
crushing columns aching to take 
your ninja character’s life. These 
instant kills frustrated me through- 
out, such as when | returned to an 
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old location like the Cloud Ruins in 
search of an optional Power Seal. 

What doesn’t help matters is a 
save system that throws you back to 
various checkpoints. That means 
repeating sections over and over, 
only to stumble right before the next 
resting spot. Once again, this isn’t 
too upsetting in a linear game, but 
becomes more irritating later on. 

The Messenger is front-loaded in 
other ways too. For instance, the 
game wastes no time introducing key 
moves and items early on. The 
"cloud step" is integral throughout 
and learned within the first few 
minutes. This awesome ability allows 
you to jump again after hitting an 
enemy, lantern or projectile. And 
then the climbing claws, wing suit 
and rope dart follow. 

These all come together to create 
some sweet movement in The 
Messenger. | had a blast jumping, 
grappling to a ring that flew me hori- 
zontally and then slashing down a 
foe. The game definitely nails the 


video game equivalent of being an 
incredibly skilled ninja, especially 
when fighting the furious fungi in 
Quillshroom Marsh or avoiding fire- 


balls and demons in the Underworld. 


In fact, the game features a 
gorgeous assortment of areas. | 
captured a screenshot almost right 
off the bat of the sun setting ona 
fire-filled landscape in Ninja Village. 
Then the red leaves of Autumn Hills 
dazzle your sights. There’s no doubt 
that The Messenger is a looker. And 
special credit must be given because 
these levels are designed in both 
8-bit and 16-bit styles. 

These graphical transitions play a 
key role in the second part of the 
adventure too. There are basically 
time holes scattered across different 
places, letting you either jump 
forward or back in time. 

So while the previous 8-bit area 
might not show a route to the right, 
for example, the 16-bit future might 
reveal a passageway. This is mainly 
how The Messenger opens up as a 


NINJA 
00000: |4...o. 


Metroidvania. Which, don't get me 
wrong, these time-hopping puzzles 
are pretty rad — but part of me just 
wishes they were littered throughout 
the game from the get-go. 

In general, The Messenger is 
incredibly well-paced during the 
opening half. There is an onslaught 
of new abilities, levels and boss 
battles. Meanwhile, the second half 
falls short in those departments. 
However, the story grows much more 
intriguing there, as the goofiness 
gives way to a meaningful time- 
traveling tale. 

Obviously, I’m a bit conflicted with 
The Messenger. The game does so 
much right: the gorgeous sprite 
work, the nifty ninja moveset and 
even a Stellar soundtrack. And | even 
went as far as collecting every single 
green Power Seal in the game! (It’s 
not worth it for what's in the box, by 
the way.) 

But at the same time, the frustrat- 
ing instant deaths and pacing issues 
after the midpoint aren't easily for- 
gotten. There's a lot to love and 
appreciate, but the sum fell short of 
greatness for me. — EVAN 


The Business of Bigness 


FOR MOST OF my time with 
Morphie's Law, | felt like | was 
playing a beta. Simply jumping in the 
game can cause massive framerate 
loss and glitchiness! Given that the 
game was delayed multiple times, 
this is disconcerting. It has a great 
concept: If you shoot another player 
in the arm, their arm shrinks and 
your arm grows proportionately, 
giving you a more powerful shot but 
also making you a bigger target. This 
works for all body parts. However, 
the game ends up stumbling over its 
own oversized feet. 

For $20, you get four maps to 
play three different modes. The 


maps can change the gameplay 
somewhat based on gimmicks, but 
once you learn their layout, they 
move toward banality. For all modes, 
if you can’t get an even number of 
players the game will produce an 
unbalanced match and not fill in with 
CPUs to make it fair. Inevitably the 
smaller group will be crushed to the 
point where the larger group can 
camp on spawn points and kill 
players before they can draw their 
weapon. It also tends to keep high- 
level players together, making a 
team of low-level players disadvan- 
taged. In Morph Match, a simple 
player vs. player formula just has 
you attacking the opposing team, so 
you see the most unbalance there. 


Head Hunt is an odd match where 
two giant avatars that always stand 
on either end of the map have lost 
their heads. One robot head is 
placed on the map for the teams of 
Morphies to fight over. First to get 
the head back to their base and get 
it on their giant avatar wins — but 
because the head always appears in 
exactly the same spot on each map, 
it gets repetitive quickly. 

Mass Heist is a mode where 
players steal the mass from the giant 
avatars, but they must first be 
standing on a pad that takes a shield 
down. They must then travel to a 
shrine to add that mass to their 
avatar. At the end of the match the 
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largest avatar wins. This may be the 
most unique mode, but players can 
go a whole match without seeing 
each other. 

Offline modes are pretty lacklus- 
ter, only allowing CPU matches or 
couch co-op. Offline experience 
gains have a daily cap, which is frus- 
trating because it’s awarded so spar- 
ingly, and finding online matches is 
much slower. Each level ramps up 
the amount of XP needed to 
advance, with higher levels asking 
for 15,000 and up. When netting an 
average of 450 ХР a match, it’s a 
long slog. 

Worse yet, gun upgrades are 
locked behind a certain level, and 
you can’t purchase the upgrades in 
the shop. Gun and body upgrades 
also provide unbalance, as higher 
level players will have better guns 
and more varied strategies. 

The shop is also a major problem. 
It is limited only to avatar customiza- 
tion, but most of the items are priced 
out of reality. You get an average of 
50 "nuts" per match. With items in 
the shop worth 32,000 nuts, it would 
take a ludicrous amount of time to 
buy one, and you have to buy for 
each arm, each leg, the chest, torso 
and face all separately. 

While the theme of the game is 
shaking up the balance of a player 
vs. player shooter by making more 
successful players into bigger 
targets, the game forgot to add any 
sort of balancing in teams, levels, 
experience, currency or gameplay. 
The result is a broken game that 
really isn’t worth your time, espe- 
cially when Splatoon already does all 
of this extraordinarily better. 

— BRETT 
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Seek the Cure in the Ruins 


WHEN IT WAS first released, The 
Legend of Zelda: Skyward Sword was 
struck by a significant backlash from 
groups of game developers who 
grew up loving the earlier, quieter, 
more open entries in the series. 
From some, these complaints were 
just bluster, but a small number of 
those devs actually put their money 
where their mouth was and began to 
make games that were effectively 
their ideal Zelda experiences. Hyper 
Light Drifter is one of the results of 
that fallout, and it’s fantastic. If the 
Zelda series had stayed top-down 
and 2D, but continued to become 
more mysterious, stylish, action- 
packed and charged with pseudo- 
autobiographical themes, then it 
would have ended up just like this. 

Hyper Light Drifter is nearly 
word-free, much like the original 
Zelda. The story is told through 
beautiful, hand-drawn cutscenes and 
in-game action, but other than the 
music and sound effects, it’s entirely 
silent. Instead of starting with a text 
crawl or a narrated exposition, we 
are introduced to the game’s world 
through simply witnessing it, 
allowing us to draw our own conclu- 
sions about what it all means. All you 
know at the beginning is that there’s 
a blue-skinned sword-slinger who 
occasionally coughs up blood while 
fighting to escape from shadowy, 
otherworldly figures. 

So on one hand, the game is 
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about being sick and alone. On the 
other, it is about being a godlike 
warrior exploring an enticing, fasci- 
nating environment. These two 
concepts may seem diametrically 
opposed to each other, but they 
actually fit together perfectly. This is 
just one of the ways Hyper Light 
Drifter combines opposites in order 
to bring out the strengths of both 
sides. Another example is the game’s 
combat system — it’s incredibly 
simple, while allowing for deep com- 
plexities. At first, all you have to do 
is walk, slash and dash to get 
through most fights (though you are 
able to acquire bombs and a wide 


variety of firearms pretty soon 
after), but exactly how you use those 
tools can mean the difference 
between slicing through an army of 
beasts in seconds flat or finding 
yourself face down in the dirt in just 
as much time. 

As great as the art, music and 
world building are, it’s this action 
system that’s really the star of the 
show here. Just as soon as you feel 
like you’ve mastered the art of crowd 
control combat, you'll come afoul of 
a new enemy that challenges you to 
try new strategies and push your 
dexterity to further limits. There are 
also loads of optional rewards for 


those who build their skills beyond 
expectation. (For example, if you 
manage to chain together 800 
dashes in a row, you can snag a new 
cape that enhances your dexterity.) 
There are also tons of optional guns, 
swords and outfits to dig up if you're 
willing to go the extra mile. Then 
there’s the second playable charac- 
ter after you’ve beaten the game, 
and the new Tower Climb challenge 
(currently exclusive to Switch) that 
comes equipped with some never 
before seen gear. The game is rela- 
tively short if you decide to run 
straight through it, but if you want to 
extend the fun, you’ve got options. 
My only complaints come down to 
technicalities, like getting stuck in 
walls a couple of times. Other than 
those glitches, the game is a near- 
perfect dayglow samurai dream. 
— JONATHAN 


Gone in 60 Seconds 


THIS DUCK’S GONNA die. 

At least, | assume it’s a duck. If it walks like a duck and 
swings a sword like a duck . . . anywho, the hero of Minit is a duck-billed dude 
who only has one minute to live. After he picks up a cursed blade on the beach 
near his house, he’s locked into an endless series of 60-second cycles of life, 
always followed by his instant demise when time runs out. 

Thankfully, this duck doesn’t stay dead. Like Bill Murray in the classic cine- 
matic masterpiece Groundhog Day, the duck boy always wakes up again right 
back where he started, ready to venture out into the wild once more and 
accomplish as much as he possibly can in less than a minute’s time. 

It’s manic. Decades’ worth of games have had countdown clocks ticking 
away, forcing your hero to lose a life when the clock hit zero. But almost all of 
those games were so generous with the number of seconds they gave you to 
start off with that they may has well not have even been there. When’s the last 
time you lost a life due to "time over" in the original Super Mario Bros.? The 
clock’s basically there to award you extra bonus points for fast level comple- 
tions, not as a serious threat to try to force you to hurry up. 

Minit, though, is a constant hurry. You have got to be on your game, make a 
plan and execute it with precision if you want to make forward progress with 
each set of 60 seconds you get in this adventure, as there’s literally no time to 
waste. Now, it’s not a total callback to Groundhog Day — in that fabulous film 
the entire world surrounding Bill Murray reset itself back to the morning of 
February 2 every 24 hours, leaving only his character’s memories intact. Here, 
the duck soldier gets to keep whatever key items he finds before his deaths in 
prior cycles, so you slowly open up more pathways forward even as you 
continue to drop dead again and again. 

Also, critically, you’re able to change the spawn point where you wake up to 
start each 60-second cycle anew. You begin in the small beachside home 
outside of which you first discover the cursed sword, and the first tasks of the 
game are all spread around that area in reasonable walking distance. 
Eventually you venture far enough to find other temporary homes, though, like 
an RV parked next to a desert and a hotel that needs help getting its lost 
guests back. You'll bed down in each of them and spend more minute-long life- 
times solving puzzles, battling baddies and gathering items in those areas. 

Minit, at first, seems like it would just be a normal Zelda-like adventure if its 
clock were removed — you're doing lots of normal Zelda-like things here. But 
then the game exhibits brilliant self-awareness and plays with the fact that you 
have to be in a hurry by giving you obstacles to overcome that intentionally 
take a long time to deal with. Like the guy by the lighthouse in the screenshot 
above — he relays a critical hint to you, but he speaks painfully 
slowly. You have to dedicate one whole life just to listening 
to his whole spiel. And then you die. 

It's brilliant. It’s bold. And it’s the most fun you can 
have dying repeatedly in a video game! — LUCAS 
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Puzzler, Plat Former 


| BLESS THE games down in Africa! 

Game development has expanded by 
leaps and bounds around the globe in recent years, and the Nintendo Switch 
eShop is marking a milestone with this one: Semblance is the first indie game 
to come to the system from a development team in Africa. It’s the debut work 
of a small team called Nyamakop, and if they're starting this strong, | can't wait 
to see what the future holds for them! 

Semblance is a novel platformer — in that you form the platforms. A "plat- 
former," as it were. Taking control of a goopy little squish glob, you have the 
ability to reshape the world around you. 

Every surface in Semblance is kind of spongey, you see. Moldable. Like 
everything is made of Play-Doh. You slink and hop along, solving puzzles by 
taking advantage of the fact that nothing you see has to maintain the shape it 
has when you first see it. 

Take the early, easy example seen in the screenshot above: You want to be 
able to leap up and grab the collectible that’s floating in the sky, but your glob 
guy can’t jump that high. No worries! You venture underneath the floating 
platform that’s there and bash into it from below, repeatedly. It starts off being 
entirely horizontally flat, but every time you fling your blobby face up into its 
underside, it gets bent out of shape and a little hill starts to appear. When 
you've bashed it enough, it becomes a higher surface, and you can then hop 
back on top of it again and have a starting point that’s much closer to your 
target. Jump straight up again and collect the little orb with no trouble. 

Semblance takes that core mechanic of reshaping surfaces and builds 
dozens of different puzzles around it — but it doesn’t stop there. Your blob man 
also has the ability to undo any deformations he’s done at will, and when you 
trigger that effect then the spongey surfaces surrounding you instantly spring 
back into their original shapes — and with a trampoline-like bounce effect while 
they do so. That becomes critical too, as you need to take advantage of that 
pent-up potential energy, turning it into kinetic force to fling your hero higher, 
further and faster than before. 

All of this works wonderfully. The central gameplay is focused and strong, 
puzzles are designed well around it and their complexity ramps up in a natural 
difficulty curve that never feels too severe. | got bamboozled a time or two — 
which is a good thing — and | always felt satisfied when | later came back to try 
a puzzle a second time and succeeding in finding the solution that eluded me 
the first time around. 

My only critique is that some puzzles felt like they demanded a bit too much 
precision — like | needed to position the blob hero on exactly the right pixel to 
be able to achieve the exact right degree of deformation of the 
terrain to solve the puzzle in front of me. Those moments 
were few and far-between, though, and didn’t derail my 
enjoyment. 

Semblance is a winner. Give it a try! — LUCAS 
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THOUGH DEVELOPER CLOVER 
went defunct long ago, its legacy 
lives on through its seminal work, 
Okami. An action/adventure game 
reminiscent of Nintendo’s The 
Legend of Zelda series, Okami was a 
critical darling that, sadly, didn’t 
exactly light up the sales charts 
when it launched on PlayStation 2 
back in 2006. In the years since, 


however, Okami has enjoyed a 
growing audience via its re-releases 
and cemented itself as a genuine 
classic. Okami HD is the definitive 
take on the game, and it’s finally 
found its way to Nintendo Switch. 
Longtime fans will be lured in by the 
chance to play the title on the go for 
the first time, while newbies will be 
sucked in by the incredible gameplay 
and presentation Okami has to offer. 

To begin with, Okami is stunning 
to look upon, as the game employs a 
visual style reminiscent of traditional 
Japanese sumi-e art. Ostensibly ink 
wash painting, the sumi-e-inspired 
graphics of Okami are like looking at 
bold, fluid brush strokes that have 
come to life. The visuals are lush and 
gorgeous, but they also serve a prac- 
tical purpose, as they perfectly com- 
plement and augment the game's 
narrative, which pulls heavily from 
Japanese folklore. The story revolves 
around the multi-headed dragon 
Orochi and its machinations to 
destroy the land of Nippon. The sun 
goddess Amaterasu manifests as a 
white wolf to combat this demon and 
bring peace. 

Amaterasu (and by extension the 
player) is guided on her journey with 
the help of the "traveling artist" 


lothing 


Issun, a tiny being roughly an inch 
tall. Issun acts as both navigator and 
trainer, helping guide Amaterasu as 
to where to go next as well as aid in 
teaching her how to utilize her 
various divine abilities. Issun's 
humor injects some much-appreci- 
ated joviality into the adventure, and 
his guiding hand is never overbear- 
ing. There are between 40 to 70 
hours of gameplay here, so it’s good 
to have a useful travel buddy over 
such a long stretch! 

The parallels between art direc- 
tion and narrative also extend to the 
gameplay in Okami. Amaterasu can 
attack via physical strikes, but her 
greatest weapon is her Celestial 
Brush. Through paint strokes, 
Amaterasu is able to dispatch foes 
with swift swipes of the brush. 
What's more, there are multiple 
brush techniques that can do every- 
thing from redrawing the landscape 
to changing the time of day. Combat 


is kinetic and satisfying, but if there's 
any downside to be found it would 
be with the fairly docile enemies. 
The only foes that offer a genuine 
challenge are the bosses. 

The similarities between Okami 
and Zelda are arguably overblown, 
but the core tenets of exploration 
and sword-based combat can be 
found in both. Okami differentiates 
itself with its ties to Japanese antiq- 
uity and its robust combat, not to 
mention a more involved narrative 
than any Zelda has ever offered. 
There are plenty of dungeons, 
secrets and puzzles to solve in both 
franchises, but Okami does a lot of 
unique things with these familiar 
trappings to carve out its own 
unique identity. 

And with Okami HD, the increased 
1080p visual fidelity makes every 
flourish of detail all the more beauti- 
ful — but some of the graphical lim- 
itations of 2006 stand out more as а 
result. These deficiencies are small 
and mostly relate to some quirky 
geometry and pop-in. Nothing game- 
breaking. Honestly, any flaws in 
Okami are superficial at best, as it 
remains one of the premier experi- 
ences in all of gaming! — ROBERT 


Renegad 


METROIDVANIAS 

ARE TAKING over the world in 
2018. There are so many of them on 
practically every platform just this 
year that you could play them all 
back to back and be satisfied for 
weeks! Some are new. Others are 
old. One is Iconoclasts, which is 
cemented firmly in the middle. 
Figuratively, of course! 

Released earlier this year to great 
acclaim, Iconoclasts is the latest 
project from famed indie developer 
Joakim Sandberg. As Robin — a hero 
with a mind for machines — you’ll 
need to battle it out with baddies on 
a Metroidvania-style adventure with 
a host of wonderful technological 
advancements. It has that whole 
"modern meta vibe" going on and 
packs in plenty of pickled puns: a 
sort of staple with indie games in the 
past few years. Dad jokes are really 
on the rise! They come when you 
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yeast expect it (thank you). 

Iconoclasts doesn’t waste a 
second of the player’s time and | love 
it for that. Signposts that showcase 
tutorial bits are visual and instantly 
displayed. Rather than wait 10 
minutes to get your signature gun, 
it’s available right at the start. 

Tweaks serve as a Slight modifica- 
tion system for Robin, also known as 
"perks." They’re somewhat impactful 
but not overly so, as most early 
mods involve slightly increasing your 
damage output. You know, nominal 
types of things that you may not 
even notice at first. 

If you want you can skip cut- 
scenes — even shorter boss intros. 
It’s a guiding light for meandering 
peers that stuff you full of informa- 


tion and overly tutorialize. There was 
a time where people could figure out 
platforming by themselves! If these 
types of games aren't your thing, 
there’s an easier "Relaxed Mode." If 
they’re extremely your thing, there’s 
a hard gametype too! 

Even though many of its plat- 
former ideas have been used time 
and time again, there’s an air of orig- 
inality that’s always present in 
Iconoclasts. Every time it pays 
homage to something, it never feels 
excessive. The little things like falling 
on top of a blob enemy and not 
taking damage slot into place. They 
really thought of nearly every 
quality-of-life choice possible, a 
decision that defines Iconoclasts as a 
whole. Again, you’ve seen much of it 
before, even if it manages to dazzle 
with vibrant aesthetics and charm. 
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Where Iconoclasts does veer off 
course in an interesting way is its 
ability to inject heart and conflict 
into its story. Yes, this is a tale that 
essentially boils down to blowing up 
robots with a giant gun, but Robin's 
familial relationships really drive the 
narrative. Alongside Celeste (another 
great Switch indie) it manages to 
strike a few emotional chords in- 
between blast sessions. 

It can also leap up and surprise 
you when you least expect it. 
Mystery minibosses pop up from 
time to time with slightly different 
mechanics to throw you off your 
game, and perspectives can change. 
Around 30 minutes in, optional 
puzzles start to appear. It’s comfort- 
able until it isn’t. Conversely a few 
experimental sections (it’s so hard to 
really nail stealth, isn’t it?) can feel 
rote or tedious by comparison. 

| went into Iconoclasts completely 
blind and came out at the other end 
of the tunnel smiling. It’s a bit long in 
the tooth and can overstay its 
welcome (especially in the mid- 
section), but it’s yet another 
welcome indie addition to the Switch 
Metroidvania library. = CHRIS 
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Billiards Gone Bonkers 


ADULT SWIM GAMES’ Poo! Panic 
fittingly bills itself as "the world’s 
least realistic pool simulator," and 
it’s exactly what it says on the tin. 
Yes, there are cues, racks, balls and 
cubes of chalk, but that’s about all it 
has in common with a typical game 
of nine-ball pool. It’s a pick-up-and- 
play puzzler that’s set in a colorful, 
surrealistic world that offers new 
challenges at every corner. 

As a happy little cue ball, you can 
move under your own power, make 
small jumps and wear silly hats, but 
the real action starts when you use 
the right Joy-Con to aim your cue, 
with R for a light tap and ZR for a 
harder hit. In order to pass a level 
(or "table," as Chalky the chalk cube 


describes it), you'll need to pocket all 


the colored balls before pocketing 
the black and white 8 ball, and then 
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yourself. There are also extra incen- 
tives to clearing a table: You earn 
bonus trophies for actions like 
staying "under par" or completing a 
level within a time limit. As you clear 
levels, the tower in the center of the 
map grows taller, unlocking extras 
such as a time attack mode, a hat 
museum and the "Dark World" where 
everything’s much harder. 

The world of Pool Panic combines 
practically every setting you can 
think of (suburbs, city, jungle) with a 
few settings you probably didn’t 
think of (renaissance faire, fish tank, 
lollipop forest). You'll be playing 
mini-golf, air hockey and going rock 


climbing. Ever wanted to crash a 
wedding, knock down the tables at 
the neighborhood potluck or lead a 
marching band to their doom? How 
about a motorcycle demolition 
derby, or the ballet? My favorite 
setting: the zombie apocalypse, 
where, true to the genre, you need to 
"reload" your cue shots. 

There is also a lot of great music 
— almost every level has its own 
theme. Even the balls have personal- 
ities: Yellow balls run away when you 
target them (naturally), navy balls 
perform a ground pound and send 
everything flying, and then there are 
the freakish monster balls that try to 
chase you down... 

Not all the levels | played were a 


cakewalk — I had a hard time passing 
some of them that used pendulum 
mechanics, and some of the "one hit" 
challenges are frustratingly hard. 
There were also a few issues | 
encountered with the level design, 
like one instance where | needed to 
pocket the 8 ball after launching it 
over a wall — it cleared the wall, but 
it was stuck right at the edge of the 
hole, completely inaccessible. There 
was also a bizarre instance in the hat 
museum where | found myself stuck 
falling through the floor, and then 
got stuck in the background, after 
trying on the shrinking mouse hat. 

Pool Panic has a great combina- 
tion of open-world exploration, silly 
graphics and sillier humor, and while 
1 did have a frustrating time with 
some of the trickier levels, | was 
always looking forward to whatever 
novelty would be thrown at me next. 
— REBECCA 


islike of a Roguelike 


ACCORDING TO OTHER outlets’ 
reviews of Dead Cells, the over- 
whelming consensus is that Motion 
Twin’s 2D hack-and-slash roguelike is 
a triumph in the genre, marrying 
buttery smooth controls with a pro- 
cedurally generated Metroidvania 
structure — and if that sounds right 
in your wheelhouse, fantastic! But as 
someone with little love for rogue- 
likes, my experience sits in sharp 
contrast with popular opinion. | 
opted to give Dead Cells a fair shake 
due to my affinity for 2D action and 
non-linear exploration, but the trap- 
pings of the genre stonewalled my 
enjoyment and reminded me why | 
ought to steer clear of this territory. 
You take command of an 
immortal blob of organic matter 
inhabiting a suit of armor, trying to 
escape a prison island that has been 
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twisted by a strange epidemic known 
as the Malaise. You collect gold and 
Cells from fallen enemies to acquire 
new weapons and improve your 
skills, making as much headway as 
possible before you inevitably fall, 
returning to the first area of the 
game to begin your quest anew. 
Though you lose your gold and Cells 
along with any collected gear and 
stat boosts, upgrades like Healing 
Potion limits and technique-enabling 
Runes remain unlocked. Further- 
more, forged weapons get added to 
the rotating armory that appears in 
shops or as enemy drops, expanding 
both your navigation and combat 
options for subsequent runs. 

Combat is simply exquisite. Each 
weapon has a satisfying heft, and 
dodge rolling becomes as natural as 
breathing. The enemies that roam 
the dank corners of the island are 
formidable, especially in swarms, but 
by employing divide-and-conquer 


strategies, you can escape even the 
tightest scrapes. And by mixing and 
matching weapons, you can stack 
attributes to craft devastating com- 
binations — like using the Oiled 
Sword to douse your foes in flamma- 
ble liquid, then following up with the 
Fire Grenade to deal greater damage 
than grenades alone! 
Dead Cells has all the elements of 
a challenging adventure, of which I’m 
in full support; what І can’t support 
are the severe penalties for failure. 
Defeat is supposed to serve as a 
learning experience, but when each 
loss sends you back to the start, the 
only thing on my mind is how much 
time I’m wasting. A cautious 40- 
minute run was flushed down the 
drain because | was unfamiliar with a 
late-game boss’ attack patterns! And 
since checkpoints don’t exist — so 
that you might immediately test a 
new strategy while a previous battle 
remains fresh on your mind — | had 


to exhaust another 40 minutes... 
only to watch my revised plan 
crumble to dust as well. 

It’s not like you can pick and 
choose which weapons you're 
assigned, either. Discovered the 
perfect loadout for long-range and 
short-range tactics? Too bad! Here’s 
a new lineup that’s totally incongru- 
ent with your playstyle! You may 
think that exchanging Cells for new 
gear will undoubtedly improve your 
chances, but what if your new toys 
fail to click? Now you've diluted the 
weapon pool, decreasing the likeli- 
hood you'll be dealt an optimal 
equipment set, and the only way to 
reset the catalog is to start a new 
save file. Such a mechanic actively 
discourages experimentation! 

Others have gauged the progress 
markers provided by Dead Cells to 
be fair and rewarding. In my book, 
however, this kind of progress is 
measured in inches, not feet. I’m 
sure that given enough time, | too 
would be able to grind my way to the 
finish, but for how long can | hurl 
myself at the wall before I’m com- 
pletely shattered? | don’t know, and | 
don't want to find out. — TONY 
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ARLO’S HEADCANON 


RALPH THE JANITOR 


RALPH OPENED HIS eyes. He lay there for a few moments, wishing he could just stay in bed for a few more hours... or maybe 
days. But, as always, he eventually sat up, swung his legs out of the bed, scratched his head with a yawn, then stood up and slowly got dressed. 
Then he hobbled to his car and headed off down the dark street. Not a soul was in sight. The sun had set a few hours earlier. 
He pulled up in front of a large building that looked as though it had been through an apocalypse or two: windows were busted, swaths of siding 
were missing, countless holes had been fixed and rebroken and refixed countless times and the western end seemed to be slowly sinking into the 
earth. There was a sign over the huge double doors that read: "Super Smash Bros. Headquarters." He got out, hobbled over to the supply shed on the 
side of the building, pulled out his mop and his toolkit, unlocked the door to the common area and stepped inside. It was pitch black, but he flicked on 
the lights knowing exactly what he would find. 
The place was a mess. It was strewn with garbage and sweaty towels, the furniture was overturned and scattered everywhere, plates and cups 
covered every surface and there were three new holes in the walls in this room alone. Plu re scratches and scorch marks than he could count. 
Ralph gave a heavy sigh and set to work. He walked the quiet halls, making mental notes of all the new damage and of how many trash bags he would 
need. 
It hadn’t always been like this. Back in the good ol’ days, when he had a little more spring in his step, this job had been a cakewalk. There were only 
twelve of them back then in one little office. Twe/ve! The gorilla was clumsy, and the little pink ones were creepy, but they were all polite enough, and 
he could sleep until 6:00 every morning and still be done before they came in for breakfast! That didn't last, though ... He once thought the gorilla 
could make a mess? The gorilla was nothing compared to the big, nasty turtle that came next! It was all downhill once that guy came. They'd upgraded 
facilities a few times over the years, but no room was never big enough for that guy. 
That wasn’t the end of it, either. All sorts of nasty characters started joining the team after that. A big, tall feller who punched up all the walls and 
chuckled about it... A squat, fat little mustache man who stunk up the place somethin’ awful and rode his motorcycle indoors, crashing into every- 
thing in sight... And DRAGONS?! It was bad enough when they got the one, but now he heard they were getting another! 
Oh, but it wasn’t just the mean ones that got on his nerves! The gorilla started hanging around with a little monkey, and that thing could make some 
obscene messes. Then there was this pitch black, flat-lookin’ guy that never said nothin’ and gave Ralph the heebie jeebies. There were these colorful 
little flower people that always tried to carry away his supplies. And there were these girls with swords — just /oads of girls with swords — that hogged 
the lounge, and sometimes they were still there when his shift started and he had to shoo them out. There was a dog and a duck that hung around 
each other, shedding like crazy and doing what dogs and ducks do when you keep 'em inside too long. 
Ralph continued through the halls, poking his head into each room and sizing up the task ahead of him. And as always, he continued to think back 
to easier days. 
Even twenty-five fighters wasn’t so bad, he thought to himself. The number had doubled since this whole thing started, but twenty-five was still 
nothing to complain about. Now, though .. . What was it? Five dozen? Six? He'd lost count. Today even more were coming, and it was sounding like 
here would even be some stragglers come December. It was pure insanity. 
Ralph walked by the bathrooms but paused before entering. No... It was going to be a long shift. Tonight, bathrooms were last. He deserved that 
much. He continued on, dreaming of a world without giant, spiky turtles and little, squat mustache men and weird duck creatures with giant hammers. 
He worke night — scrubbing floors, picking up trash, patching holes, getting the furniture back in order ... There was more work than any one 
perso reasonably do, but he did it anyway with only a few grumbles here and there. He was a master of his craft, 
y it looked as though no one had been inside these walls in ages: the floors were spotless, there wasn’t a 
rash to be found and the damaged walls had all been spackled and painted over. 
> time he was done the sun had risen and he was completely exhausted. He put his equipment away, 
front doors and hobbled out to his car. He slowly got in, and just as he was about to turn the 
nvoy of buses pulled up to the building and all the fighters spilled out. They rushed inside, 
о each other as they pushed through the double doors. The friendly Italian one with the red hat 
shouted, "Hey, look-a! More-a new fighters!" He pointed to another bus, which was pulling up to 
poured another dozen or so weirdos, and they all ran inside. 
ast of them was in and the double doors pulled shut he could hear roars and shouts, and each 
of motion. A moment later the walls of the building began to rumble... then wobble... 
hake. The sound of splitting wood filled the morning air, and then the entire thing collapsed outward with 
remendous crash and a rain of boards and plaster. Turtles and dragons and sword girls and creepy little pink 
bs alike all spilled out onto the lawn. They lay there dazed as the dust began to settle. 
Ralph smiled. "I quit," he said. Then he started his car and drove off. 
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“MARIO NUMBER ONE! Woo-hoo!" 

That’s not Mario’s ego talking — that’s 
just plain fact. As the mascot for 
Nintendo, Mario is afforded the #01 
spot in the all-star Super Smash Bros. 
roster. And as in many of the other 
games in which he takes part, he’s the 
standard-bearer: the "average" com- 
petitor against which all others are 
measured. 

Mario hasn’t seen a whole lot of 
change in Smash over the years — the 
biggest was the replacement of his 
Super Mario World Spin Jump-inspired 
Mario Tornado with Super Mario 
Sunshine’s F.L.U.D.D. in the Down 
Special spot in Brawl. That water-firing 
backpack is back along with the rest of 
his Smash 4 arsenal, but everything’s 
got a new coat of paint. For instance, his 
Down Smash still performs a leg sweep, 
but Mario's added a little pizzazz to the 
move with a more breakdance-like 
movement that seems to call back to 
Dance Dance Revolution: Mario Mix. 

Cappy from Super Mario Odyssey 
makes his Super Smash Bros. debut 
here, though only as a taunt. Other 
more contemporary references include 
the "Builder" outfit from Super Mario 
Maker and his white tuxedo and top hat 
from Odyssey — an absolutely smashing 
bit of attire to wear in the newly added 
New Donk City stage, which hosts 
Pauline and her band singing "Jump Up, 
Super Star!" — DAVID 


DONKEY 
KONG 


DONKEY KONG IS the original heavy- 
weight of the Super Smash Bros. series 
and he wears his mantle of big bruiser 
well. Slow but steady, DK is capable of 
smashing enemies into oblivion with 
charged attacks that most of the cast 
wouldn’t dare to try. Slow-going charac- 
ters aren’t really the toast of the town in 
the pro scene (although DK is fre- 
quently ranked in the mid-tier range 
along with Bowser), but in a group situ- 
ation he really shines. Charge up that 
punch, walk up to an unsuspecting 
player and BAM! You're well on your 
way to pure bliss as you bust out that 
sweet palms-up, sorry-not-sorry taunt. 

For extra laughs, before its effective- 
ness was curbed in later games, my 
group of friends would pick the ultra- 
marine skin (which we lovingly referred 
to as the "Blue Brute"), then grab 
enemies and just jump off the edge. 
Watching them struggle while you 
sealed their fate (and yours) was half 
the fun! Donkey Kong truly is one of the 
most unique fighters in the core cast. 

D.K.... Donkey Kong! D.K... . Donkey 
Kong is here! He’s been in every Smash, 
you know him well. He’s finally back, to 
kick some tail. His wind-up punch can 
be charged in spurts. If he hits ya, it’s 
gonna hurt! His headbutt, spin and slap 
are stronger too. He’s the main member 
of the D.K. Crew! — CHRIS 


AS IS TYPICAL in every Super Smash 
Bros. installment, Ultimate brings with 
it changes to Link inspired by his latest 
game, in this case Breath of the Wild. 
The biggest alteration to Link’s moveset 
in Ultimate is a switch from standard 
bombs to the Sheikah Slate’s remote- 
detonated variant. Once deployed, 
these bombs can be lobbed as ever, but 
now they'll only explode if manually 
detonated by a second B Button tap. 

Equally as jarring is the loss of the 
Hookshot for grabs. Link now simply 
reaches out like most other fighters in 
order to grapple with opponents, which 
requires completely different timing to 
pull off successfully. Combined, these 
two specific tweaks are arguably the 
most major changes that will likely take 
the longest time to adapt to. 

While not as dramatic, there are a 
couple of other adjustments worth 
noting. Link no longer utilizes the Gale 
Boomerang, instead employing a more 
traditional version of the weapon that’s 
devoid of wind powers. Link’s also now 
capable of firing more than one arrow 
simultaneously — after the first arrow is 
shot, if it remains within the playing 
field, it can then be picked up and either 
hurled like an item or nocked in the bow 
alongside a second. 

All these changes sound intimidating, 
but it’s possible that Link might be more 
formidable than ever if players invest 
the time in re-learning him! — ROBERT 


INTERSTELLAR BOUNTY HUNTER 
and queen of oversized jellyfishing, 
Samus Aran is returning for yet another 
round of fisticuffs and frolic! As the 
First Lady of Smash Brothers, she’s 
been around since the beginning and 
continues to be a fun woman warrior to 
wield against the masses of elf boys, 
blue-haired swordsmen and wicked-bad 
dragon turtle kings. 

Over the years Samus’ playstyle 
hasn’t changed very much, with the 
exception of her Zero Suit persona 
making the leap into being a separate 
playable character. This holds true for 
Ultimate, as she has mostly received 
various nips and tucks to her already 
outstanding repertoire of abilities and 
explosive projectiles. Her speed in the 
air has improved, as has her speed 
when she’s rolling in Morph Ball form, 
and her Final Smash attack, the Zero 
Laser, is now faster but thinner. 

The Metroid franchise seems to be 
getting some extra love this go-around, 
with both Dark Samus being included as 
an Echo Fighter and Ridley finally 
arriving as a playable character. See, 
dreams really do come true! We're also 
blessed with four returning Metroid- 
themed stages, with only Pyrosphere 
being left out. It makes sense: Ridley is 
now his own man — er, space dinosaur 
guy — and no longer just a stage hazard 
(that my son would always control and 
dismember me with)! — THOR 


BEING PROMOTED FROM Assist 
Trophy to Echo Fighter is certainly a 
step up for this fan-favorite foe, but it 
didn't come without a few sacrifices: 
Some of Dark Samus' more unique 
attacks had to be cut to more closely 
match Samus’ moveset. As an Assist 
Trophy, Dark Samus had three attacks: a 
series of large Phazon blasts shot 
upward, a directed rapid-fire Phazon 
barrage and a devastating Phazon 
tentacle attack. The only one of these 
moves that seems to have been incor- 
porated into her new moveset is the 
large Phazon blasts, which are now 
much smaller and match up with 
Samus’ Up Smash. Otherwise, the dif- 
ferences appear to be mostly cosmetic, 
with some visual changes apparently 
altering the way the character feels. 
Dark Samus floats instead of walking 
or running, making it at least seem like 
she doesn’t carry the same weight as 
Samus. Her jump animation has a 
noticeable change too, where instead of 
Samus’ trademark flips, Dark Samus 
goes for a far more menacing upright 
leap. Surely the most notable change, 
though, comes in the form of her Back 
Dodge — whereas Samus rolls into her 
Morph Ball, Dark Samus stays upright 
for a quick float instead. This may give 
the dark doppelganger a slight edge in 
maneuverability! — KRIS 


YOSHI 


IS HE A dinosaur? A dragon? A huge 
lizard? Who cares, he’s adorable! Yoshi 
has once again flutter-jumped his way 
into the Smash roster. 

Though he started off as Mario’s 
trusty steed in Super Mario World, this 
friendly beast has since gained an 
identity all his own. With his starring 
role in Yoshi’s Island, we got to see what 
the Yoshis as a species are all about: 
They’re just cheerful creatures from a 
colorful world, with an appetite for both 
adventure and hundreds of Koopa 
shells! Since their debut, these rainbow- 
colored omnivores have joined in 
whatever fun catches their eye. If you 
want to play board games, bake cookies 
or dance the night away, then there's a 
whole flock of pastel dinos who want in 
on the action! 

While Yoshi's attacks have been 
tweaked here and there, his overall 
moveset has been pretty consistent in 
the Smash series. Using his long tongue, 
he can trap opponents inside helpless 
eggs. Or if you want a more direct 
approach, use his ground pound! Yoshi 
can toss eggs as well, and these polka- 
dotted projectiles have a ridiculous 
amount of range. Lob them at oppo- 
nents, or if you really want to infuriate 
everyone, snipe the Smash Ball from a 
distance! Then cackle maniacally as 
Super Dragon Yoshi decimates the com- 
petition! (Though that Final Smash may 
have changed this time.) — LINDSEY 


ANOTHER MAINSTAY OF the series, 
Kirby is a quintessentially average 
brawler who's served as a good begin- 
ners’ choice in every Smash so far. For 
this latest game, he’s gotten a variety of 
upgrades in the form of buffs to existing 
moves and traits, but not many outright 
changes and additions to his attacks. 
Focusing just on Kirby’s traits, his dash 
speed has increased, alongside his air 
dash speed, and with taunts now able to 
be cancelled out of, he can recover 
quicker after releasing a Copy Ability. 

Looking now at Kirby’s moves and 
attacks, there are several notable 
tweaks. Kirby’s Inhale Special has 
greater range, and enemies in his maw 
will be K.O.'ed first if a kamikaze attack 
is successfully completed. The puffball’s 
dash attack is now reminiscent of the 
version in Melee, but he will no longer 
fall off of the edge when performing it. 
What's more, Kirby's Hammer has 
received an upgrade in the form of 
more power — it will К.О. an opponent 
even more quickly than before if a blow 
lands while it’s fully charged. 

Still, there are some downgrades to 
be found. These nerfs mainly center on 
the post-hit lag time added to a few of 
Kirby's ground moves, including his Up 
Tilt and Forward Smash. Overall, 
however, Kirby's gotten notably beefier 
than before, so he might just establish 
himself as a true contender this time — 
not just a beginners’ pick. — ROBERT 


ANY TIME YOU find yourself day- 
dreaming about future fighters in Super 
Smash Bros., don't ever be discouraged 
if any new character who comes into 
your mind doesn't have an obvious 
moveset to use. Because as Masahiro 
Sakurai and his team first proved with 
Fox McCloud all the way back in the 
original Super Smash Bros. game, it's 
possible to invent a fighting style 
entirely from scratch if need be! 

Yes, Fox has hopped out of the 
cockpit a time or two for real, direct 
combat since then, but prior to the first 
Smash the only time he'd been control- 
lable on foot was as an obscure unlock- 
able in Star Fox 64's multiplayer mode. 
And even then he could only run, jump 
and fire a shoulder-mounted laser 
cannon. Not a lot to go off of when 
bringing him into a fighting game! 

But from those nothing-to-work-with 
origins, Fox has become one of the most 
iconic Smash fighters of all. He was 
given a blaster to pepper foes from a 
distance. A fire-wrapped recovery that 
could be charged and launched at dif- 
ferent angles. A reflector to send foes’ 
projectiles right back at them. It’s the 
perfect balance of abilities, and so true 
hardcore Smash players have turned to 
Fox for decades now to settle debates 
about who is really the best. No Items! 
Fox Only! Final Destination! No doubt 
that tradition will continue into the all- 
new Ultimate era. — LUCAS 


PIKACHU 


THE SHINING STAR of the Pokémon 
series for over 20 years now, the cute 
little electric mouse Pikachu returns to 
cause more Smash havoc! It's funny to 
think that at the time the first Smash 
was released, Pikachu was barely 
known — the first Pokémon games had 
just launched in the West a few months 
earlier. Nintendo rightly predicted the 
brand’s lasting appeal, though, so 
Pikachu has been a Smash combatant 
since the beginning and is still as much 
fun to use now as he was back then! 

True confession: I’m not a great 
Smash player. I’m not even that good, 
but to me it’s more important to have 
fun than to be good, and | definitely 
have fun using Pikachu. He’s a speedy 
little guy who can cover long distances 
when needed. Unfortunately the trade- 
off for that speed is that he’s not very 
sturdy or strong. He has great recovery 
ability in the form of his Quick Attack 
move, and many of his popular attacks 
from the Pokemon series like Thunder 
Shock are present (though called 
Thunder Jolt here). My favorite attack is 
Thunder, which strikes the ground from 
above in a fixed location and acts a 
great deterrent to anyone wanting to 
get up close and personal for too long! 

Pikachu’s Final Smash is Volt Tackle, 
which charges him up and sends him 
flying all over the screen, zapping 
everyone in his way. A truly shocking 
time for all! PIKAAA! — THOR 


LUIGI 


THE YOUNGER BUT taller of the 
Mario twins, Luigi is at his wackiest in 
Super Smash Bros. The first of the four 
original unlockable characters in the 
N64 Smash, Luigi first appeared after 
you beat Break the Targets with the 
eight main characters. 

You'd expect him to have similar 
moves to his brother (and he does), but 
he definitely adds a unique flair to 
them! His running punch has always 
been hilarious, and his gentle kicking 
taunt is still one of the only ones that 
can cause damage. The charged Green 
Missile, added in Melee, is better for 
getting back on the stage than his Super 
Jump Punch. His Fireball flies straight 
instead of bouncing like Mario’s, and his 
Luigi Cyclone can pull opponents in and 
then chuck them out. 

Luigi really stepped out of his broth- 
er’s shadow in Brawl, having a more 
unique look overall and a role in the 
Subspace Emissary adventure. And he’s 
become even more unique since a 
Luigi’s Mansion influence was added to 
his Final Smash: the Poltergust first 
appeared in the fourth entry. 

For Ultimate, Luigi will add anima- 
tions from Super Mario 3D World while 
retaining his established moveset and, 
critically, his Waluigi alt color. (And 
maybe some Luigi’s Mansion 3 elements 
will be thrown in somewhere, consider- 
ing its new Poltergust debuted in Simon 
and Richter’s reveal trailer!) — BRETT 


ORIGINALLY, NESS WAS one of 
those characters you didn’t always see 
unlocked. Even just recently | found 
myself at a gaming restaurant, only to 
find out that Ness had to be unlocked 
every day on the establishment’s Super 
Smash Bros. 64 cartridge because the 
cart couldn’t save. Rats! It was a perfect 
opportunity for me to shine with my his- 
torically best Smash character — but | 
had to settle for someone else. 

That situation was so prevalent back 
in the N64 era (the lack of Ness, not bad 
batteries) that | often had to be the one 
to beat people’s games with three lives 
and no continues to unlock him. Not 
only did | memorize the methodology, 
but the entire game as a result. 

Now, that isn’t so much of a problem. 
With the advent of online play, eSports 
and DLC, most fighters are unlocked at 
the start. Ness also slowly but surely 
became less of an Easter egg and more 
of a normal fighter you’d expect to see 
in each Smash. In fact, he’s so well 
cemented in Smash history that he’s 
become part of the "perfect attendance 
crew," having appeared in every game 
in the series’ 20-year history! 

Although he’s been eclipsed by third- 
party crossovers like Mega Man, Sonic 
and Bayonetta, Ness was a big deal 
when he arrived. He helped further 
establish the Mother franchise for new 
fans all across the world and looked 
stylish while doing it! — CHRIS 
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CAPTAIN 
FALCON 


THE PENULTIMATE ADDITION to 
the original 12-fighter Smash roster, 
Captain Falcon is returning for his next 
brawl, ready to show his moves to even 
more foes than before. Barring any 
late-breaking surprises, he will once 
again be the only representative from 
the F-Zero franchise (which at this point 
is probably better off known as a sub- 
franchise to Smash). 

Captain Falcon’s Nintendo debut was 
in F-Zero on the Super Nintendo in 
1990, and he was the face of the rela- 
tively short-lived franchise. After brief 
appearances оп the Јарап-опіу 
Satellaview, Falcon next appeared in 
F-Zero X on the Nintendo 64 in 1998, a 
year before his Smash Bros. debut. Over 
the next few years, Falcon had his 
biggest push from Nintendo, appearing 
in multiple Game Boy Advance games, a 
GameCube game, an arcade game and 
an anime. That appeared to be his last 
tango, though. Since 2004, the F-Zero 
series has, sadly, been almost entirely 
dormant. 

Captain Falcon’s moveset is relatively 
set in stone, with returning favorites 
such as Falcon Punch and Falcon Kick 
ready at the press of a button. The 
biggest apparent change to Falcon 
Punch is that it will have a slow-motion 
effect when used, much like other super 
powerful attacks in the game. — NEAL 


JIGGLYPUFF 


AT LAST, THE final star of the very first 
Super Smash Bros. game, Jigglypuff! 
Nintendo really must have predicted 
that Pokemon would be a huge 
property out of the gates to have put 
not just Pikachu into that debut roster, 
but also this much more obscure ’mon 
whose greatest claim to fame, at that 
time, was a recurring cameo role in the 
ongoing Pokemon anime series. Since 
then Jigglypuff's become much more 
famous for being in Smash itself, thanks 
in part to being grandfathered in from 
that appearance in Smash 64 but also 
because her moveset is unwieldy and 
unorthodox, yet incredibly powerful in 
the hands of an expert. 

Jigglypuff’s all about sleep. She can 
sing to put her opponents to bed right 
on the battlefield, which then lets her 
give them a rude awakening with a 
smashing slap while they sit there, help- 
lessly snoring away. Her most powerful 
technique, though, is when she falls 
asleep herself. It sounds weird — and it 
still is, even after 20 years — but when 
Jigglypuff uses her move Rest and drifts 
off to dream land for a few seconds, 
there’s a brief moment right when she’s 
closing her eyes that causes massive 
damage to opponents who are in 
contact with her. It’s very, very tricky to 
pull off, but if you can master 
Jigglypuff’s Rest, you can become a true 
nightmare for other players to have to 
deal with! — LUCAS 


PRINCESS PEACH IS not, by nature, a 
particularly violent character. She's 
been known to stomp the occasional 
Goomba, sure, but generally speaking, 
she's a lot more likely to play tennis 
than to punch people. Peach is often 
portrayed as kind, affectionate and 
capable of empathizing even with her 
enemies. This warm, loving personality 
is a welcome inclusion within the other- 
wise often abrasive gaming culture — 
even if Peach is regularly stuck playing 
the damsel in distress whenever Mario 
and Bowser are taking potshots at each 
other. 

This being the case, you could be 
forgiven for assuming that Peach 
wouldn’t really work within a fighting 
game. Yet her moveset is a perfect 
reflection of her gentle, caring charac- 
ter! Floating on her parasol, spawning 
hearts and rainbows, Peach provides a 
far softer touch than her peers. 

Certainly, Peach is one of the least 
aggressive characters in the Smash 
lineup. Even her relationship with Toad 
has improved! In past Smash games 
she'd pull him out and just dangle him in 
front of enemies, using him as a fungus 
shield to soak up damage in her stead. 
In Ultimate, though, new animation 
makes it clear that it’s Toad’s choice to 
be there, protecting his princess! 

So, like Toad, respect Princess Peach 
— and definitely don’t underestimate 
what she's capable of. - MATTHEW L. 


THE PRINCESS OF Sarasaland has 
changed a lot since her Game Boy 
debut, and while her appearance as an 
Echo Fighter for Peach might not reflect 
her history in Super Mario Land very 
much, her new animations make up for 
it by putting her personality on full 
display. Her idle animation is a bit more 
energetic than Peach’s, with her hands 
bopping around almost like she’s 
dancing. Her taunts reflect her upbeat 
attitude as well, with her signature 
"yooooo" coming through loud and 
proud. Her walking animation is much 
more of a prance than Peach’s, with 
Daisy downright skipping toward her 
opponents, ready to kick their butts. 

As far as the actual fighting goes, her 
moveset seems nearly identical to 
Peach’s. Like the Mushroom Princess, 
Daisy also incorporates a Toad into her 
attacks, except hers is blue instead of 
red. (This might explain why Blue Toad 
isn’t in New Super Mario Bros. U Deluxe 
— he’s too busy protecting Daisy in 
Smash!) In the E3 presentation where 
she debuted, Sakurai said that while her 
moves are the same, they have different 
characteristics. Daisy’s Up Special, for 
example, looks like it hits more times 
than Peach’s. Small differences like that 
may not make her the most unique 
fighter, but it’s still great to see her 
joining the fight. Here’s hoping it leads 
to another song from Super Mario Land 
making it into the game too! — KRIS 


BOWSER 


IF WE TAKE these newly revealed 
official roster numbers as a bit of a hint 
into how development for each Smash 
sequel evolved behind the scenes, then 
Princess Peach must have been the first 
Newcomer decided on for Super Smash 
Bros. Melee, given her #13 designation. 
It’s only fitting, then, that the very next 
spot, #14, went to the crazed Koopa 
King who’s always hot on her heels and 
trying to kidnap her: Bowser! 

When he joined the Smash series, 
Bowser became the first true villain of 
the franchise. Other notable bad guys 
made their debut in Melee too, sure, but 
King Bowser Koopa was much more 
accomplished as an antagonist back 
then than the likes of Ganondorf or 
Mewtwo, each of whom had only 
appeared іп a single game prior to their 
Smash invitations. Yes, Bowser did then 
and still now represents all things 
wicked and evil in the world of Nintendo 
(even though we all know he’s really a 
softie at heart, what with all the tennis 
matches, go-kart races and parties he 
attends when he’s not dragging Peach 
away from her throne). 

In Smash, Bowser’s a true heavy- 
weight force, able to absorb light 
attacks without flinching to close the 
gap, then grab his opponents and rip 
them to shreds with his claws. He keeps 
that role in Ultimate, and now has anew 
Giga Bowser Final Smash where he 
attacks from the background! — LUCAS 


CLIMBERS 


THE ABSOLUTELY INSEPARABLE 
duo of mountaineering legend, Popo 
and Nana together form the two-in-one 
character team, the Ice Climbers. Oddly, 
they didn’t function in tandem in their 
debut game back in the ’80s (which was 
just called Ice Climber, with no S on the 
end) — instead, they were just palette 
swaps of each other, controlled sepa- 
rately by Players 1 and 2. Mr. Sakurai 
must have wanted a two-in-one fighter 
for variety’s sake back during Melee’s 
development, though, so this polar pair 
got their relationship status upgraded 
to "never leaves each other’s side." 

Of course that means that when you 
face them in Smash, your goal is to split 
them up as quickly as possible. When 
together on the battlefield, Popo and 
Nana get two of everything — twice the 
hammer strikes, a doubly strong ice 
blast attack, the works. If you manage 
to send Nana into the abyss, though, the 
lone Popo who remains will have his 
abilities greatly diminished — particu- 
larly his recovery, which is almost non- 
existent without Nana in play to sling- 
shot him back onto the stage. 

The complexity of the Ice Climbers’ 
programming led to them being cut 
from last generation’s Smash titles, as 
the 3DS version couldn’t keep up with 
them. But the power of the Switch has 
defrosted them once again! — LUCAS 


STEP ASIDE, GRENINJA! Make room 
for Sheik, the original shinobi of Smash! 

The biggest crime that Ocarina of 
Time committed was flaunting a chill 
new partner for Link, but then not 
having her do anything! Despite such 
treatment, she quickly became a fan 
favorite. After learning that she would 
make her playable debut in Melee... 
well, | don’t know how it went down in 
your circles, but whenever any of my 
friends selected Zelda, they immedi- 
ately hit Down + B to transform into her 
cooler, faster alter ego! 

Since Sheik was a blank slate, Mr. 
Sakurai and his team had the freedom 
to flesh her out in spectacular fashion. 
The result was a speedy warrior who 
could teleport in a puff of smoke and 
toss needles faster than the eye could 
track! By the time the Wii U/3DS Smash 
rolled around, she had totally evolved 
into her own character, completely dis- 
connected from the dead weight that 
was Zelda and capped off with the 
sweet new Burst Grenade and oddly 
named Bouncing Fish abilities. 

For Ultimate, her wardrobe has been 
updated to match the style of clothing 
worn by the Sheikah in Breath of the 
Wild. Other than some tweaks to her 
returning palette of techniques, the 
biggest shakeup is her new Final 
Smash, in which she whips out an assas- 
sin’s blade and goes ballistic on her foe 
under the cover of darkness. — TONY 


THE MOST OBVIOUS change to Zelda 
in Ultimate is her design — instead of 
the Twilight Princess look she’s been 
sporting for the past few entries, now 
she looks more like the Zelda of A Link 
to the Past and A Link Between Worlds. 
She’s also far more expressive, display- 
ing a ton of fun personality in her taunts 
and battle animations. 

When it comes to fighting, her 
Specials have seen some nice quality- 
of-life improvements. Farore’s Wind 
now creates a small green light trail so 
you can more easily tell where you're 
going. (Of course, this can also help 
opponents track your movements, so be 
careful!) Din's Fire no longer puts Zelda 
into a freefall when used in the air, 
meaning skilled players can actually use 
it to help with recovery. But the biggest 
change comes with her Phantom Slash. 
Unlike in the previous Smash, the 
Phantom now assembles its armor 
piece by piece as you charge it, per- 
forming different attacks depending on 
how much of it is built when you release 
the button. If you fully charge it, it will 
wait a few seconds before unleashing a 
powerful strike, during which time 
you're free to move around. 

Lastly, her Final Smash is also a 
brand-new move called Triforce of 
Wisdom, where she traps an opponent 
in the Triforce and, uh, makes them 
explode? Can’t say I’ve ever seen that in 
a Zelda game before! — KRIS 


DR. MARIO 


YOU’D THINK THAT once they 
announced the Echo Fighter concept, 
Dr. Mario would have both feet planted 
firmly in that camp. But no! Dr. Mario is 
enough of his own man to get his very 
own numbered spot on the roster. 
What makes him different enough 
from Mario to qualify for full-fledged 
fighter status? Well, not much, really. 
(But what is there apparently counts for 
a lot.) According to Nintendo, Echo 
Fighter status is given if the new fighter 
doesn’t change the fundamental play- 
style of the character being cloned. In 
Smash Bros. Ultimate, Dr. Mario has 
more weight behind his movements 
than his overall-wearing alter ego, 
which can dramatically change how you 
approach playing him. But wait, there’s 
more! In previous Smash games his only 
fighting difference was his Down 
Special, which made him play more like 
Mario in the original Smash Bros. for 
Nintendo 64. Now, his Down Air is no 
longer a drill kick move. Instead, the 
good doctor prescribes a two-footed 
dose of pain with a Ganondorf-style foot 
stomp Meteor Smash! These small 
changes to Dr. Mario’s moveset could 
make him a bit more appealing to 
players with a more aggressive style. 
Outside of that, he still tosses pills, 
his Final Smash is still similar to Mario’s 
(except with pills instead of fireballs), 
and the source of his medical license is 
as big a mystery as it ever was. — KRIS 


PICHU 


SUPER SMASH BROS. MELEE is a 
historically significant game for many 
reasons, but in the context of the 
fighting game community, it’s most well 
known for being the deepest, most 
rewarding competitive title Nintendo 
has ever released. If you're willing to 
put the work in, there’s no limit to how 
tough you can get! 

Except for Pichu. No matter how 
much you practice with him, he will 
always be the worst character in the 
game — because every time he does a 
Special move, he gets hurt. For players 
that value winning above all else, this 
sweet baby mouse is an electric loser of 
the highest order, but that’s just part of 
what’s so great about him (or some- 
times her, depending on the shape of 
the ear). He’s an adorable disaster 
whose mere existence on the battlefield 
changes the game entirely. If you play 
with Pichu and you lose, you didn’t 
really lose — because for Pichu, just 
showing up is a win. 

For a moment, just imagine a literal 
baby out on a football field who 
manages to move the ball even a yard 
down the line against a team of NFL 
All-Stars. No one but the biggest of 
jerks would dare to call that baby a 
loser. And if he gets a touchdown? Well, 
that’s just the best little baby in the 
whole wide world! This is how it feels to 
win with Pichu and don the baby’s 
crown. — JONATHAN 


“GEE, I’M A clone of Fox. How swell." 

That might not be the actual quote, 
but it’s probably something Falco said 
to himself when he joined the Super 
Smash Bros. cast in Melee and discov- 
ered that his moveset mirrored Mr. 
McCloud’s in nearly every way. "Clones" 
are what we called these characters 
back then, in a non-endearing tone of 
voice. Mr. Sakurai’s efforts to positively 
rebrand the moveset-sharing charac- 
ters as "Echo Fighters" instead is trying 
to put out a fire that’s been burning 
since 2001. 

Falco’s got no little Echo symbol next 
to his number, though, as like all of the 
Melee-era clones, more recent Smash 
sequels have altered his playstyle to the 
point that he’s now considered his own 
bird. One key difference, first intro- 
duced in Super Smash Bros. Brawl, is 
Falco’s unique usage of the Down B 
Reflector — rather than surround him as 
a shield from incoming enemy fire as 
Fox’s does, Falco kicks it out in front of 
him to intercept energy blasts and the 
like before they get anywhere near him. 
Take that! 

Most importantly, though? His Final 
Smash is finally letting him take to sky! 
The Brawl, Wii U and 3DS Smash titles 
insulted this proud avian by making his 
trump card be summoning a land-based 
attack vehicle. For shame! Falco now, at 
last, gets to hop inside his Arwing and 
blast foes from above! — LUCAS 


OK, SHOW OF hands: Who watches 
Survivor on CBS? Anyone? Don’t be shy 
now — it’s actually my favorite TV show. 
Really the only one | tune in to watch as 
it airs any more, every Wednesday night 
promptly at 8:00 p.m. Eastern time. 
Yes, that’s why the @NintendoForce 
Twitter account follows Jeff Probst. 

| bring this all up because Survivor 
played host to the Super Smash Bros. 
competitive scene getting more prime- 
time mainstream media attention than 
ever before, all thanks to Season 17’s 
casting of Ken Hoang. Ken, also known 
as SephirothKen and/or Liquid'Ken, was 
one of the first major Melee stars. He 
dominated for years, establishing 
himself as the man to beat for nearly 
the entire life cycle of Melee before 
Brawl came out, ultimately earning the 
nickname the "King of Smash." 

He did it all with Marth. Largely due 
to Ken’s incredible mastery of this blue- 
haired swordsman’s intricate moves 
and creative combos, Marth gained a 
reputation as one of the best fighters in 
the series. It’s an honor he still holds to 
this day — chiefly in Melee, but he’s 
remained a force to be reckoned with in 
subsequent sequels even as Sakurai has 
rebalanced his abilities time and again. 

In Ultimate? Marth’s had his skills 
with the blade adjusted once more, but 
true Marth masters like Ken will surely 
adapt quickly. Then he’ll outwit, outplay 
and outlast every opponent! — LUCAS 


LUCINA 


MARTH WAS SUCH an instantly 
impactful addition to the Smash cast in 
Melee that he was given a clone charac- 
ter right out of the gates: Roy, whose 
moves originally mirrored Marth’s 
much more closely than they do now. 
Roy has since been differentiated 
enough for Mr. Sakurai to consider him 
a unique fighter, but that doesn’t mean 
Marth doesn't still have a clone... er, 
Echo Fighter. Lucina, from Fire Emblem: 
Awakening! 

This fan-favorite freedom fighter 
from the future time-traveled her way 
back to the past to meet up with her 
own father, Chrom, when he was a 
young man. Eventually she revealed her 
true identity to him (blowing his mind), 
but when they first met she disguised 
herself with a mask and kept her hair 
pulled back, claiming not to be from the 
future but rather declaring that she was 
actually Marth, the legendary Hero- 
King from the past! Yes, there are lots of 
timeline shenanigans to keep track of in 
Awakening, but the fact that Lucina 
canonically posed as Marth in her debut 
game makes her echoing his moveset in 
Smash feel entirely appropriate. 

Lucina's probably the least differenti- 
ated Echo Fighter of them all, as the 
only change Mr. Sakurai has confirmed 
is that her blade has its damage evenly 
distributed, whereas Marth’s does more 
damage from its tip. That was already 
the case in Smash 4, though! — LUCAS 


YOUNG LINK 


YOUNG LINK HAILS from Ocarina of 
Time, complete with his Deku Shield 
and Kokiri Sword. Many viewed him as 
filler for the Legend of Zelda series 
when he was introduced in Super 
Smash Bros. Melee, but his fighting 
style was distinct enough from Link to 
warrant his induction. And now that 
"normal" Link is the Breath of the Wild 
version of the hero, Young Link is the 
only Hero of Time on the battlefield. 

He’s quicker and more agile than 
Link, but also weaker and shorter, natu- 
rally. This also makes him better at 
combos, though. His arrows are fire 
arrows, but don’t fly as far as Link’s. His 
boomerang has variable range depend- 
ing on how long it’s charged, and it can 
also have its flight path altered after the 
throw. His Spin Attack can suck oppo- 
nents in for a nice combo of attacks and 
then spit them out, and his air spin is 
tighter than Link’s, allowing for an 
easier combo. Bombs are also essential 
to his skillset. Young Link doesn’t have 
many attacks that are super powerful, 
so he has to rely on whittling down 
opponents’ health and then going in for 
the kill with a well-placed down thrust 
spike or dash attack. Don’t forget his 
Hookshot either, as it can grapple to the 
edge and pull him up or grab foes from 
a distance — something big Link can no 
longer do. 

All in all, there’s more to set this kid 
apart than ever before! — BRETT 


GANONDORF 


OH, GANNY, GANNY, GANNY! 
When you first stepped out of the 
shadows to sow disaster back in Melee, 
players were more than a touch miffed 
that you were merely a slower, heavier 
clone of Captain Falcon. Sure, you 
received a few tweaks here and there in 
subsequent installments, but you 
couldn't get the lingering "Falcon 
Stank" out of your armor no matter how 
many trips to the laundromat you took. 
Worst of all, you had a sword, but 
refused to wield it! You literally taunted 
us with it! 

But this December, the sword comes 
out! | repeat, the sword is coming out! 

Ganondorf’s Smash attacks have all 
been altered to make use of the 
massive blade originally featured in the 
infamous GameCube Zelda tech demo 
from Space World 2000. A throwback 
weapon deserves some throwback flair, 
thus the King of Evil returns to his 
Ocarina of Time design after a couple 
stints decked in Twilight Princess attire. 
Even his Beast Ganon Final Smash has 
been changed to the N64 era Ganon! 

Don’t think the boat has been rocked 
too much, though — he retains most of 
his off-brand Falcon abilities, from Dark 
Dive to Wizard’s Foot. However, as is 
tradition by now, the Warlock Punch has 
been made even stronger! Perhaps the 
most powerful non-Final Smash in the 
whole sack of potatoes! This monster 
has no upper limit, I tell ya! — TONY 


MEWTWO 


THE ORIGINAL ULTIMATE villain of 
the Pokemon series, Mewtwo awaited 
true Master Trainers in the deepest 
depths of Cerulean Cave — the final 
explorable area in the Kanto region in 
Pokemon Red & Blue. The prominence 
of that placement, the intimidation that 
players felt when finally reaching that 
fight and the sheer Psychic-type might 
wielded by this fiercesome foe instantly 
cemented his legacy as the first truly 
Legendary Pokemon! 

... In Smash, though? He's kinda OK. 

For all the build-up his own series has 
done to establish him as a true threat 
(he even headlined the first theatrical 
movie, called Mewtwo Strikes Back!), 
he’s never been too terrifying when 
fought in the Smash franchise. He’s big, 
which makes him an easy target. He’s 
slow, which, again, makes him an easy 
target. And he’s unwieldy to control in a 
way thanks to a floatiness the develop- 
ers gave to his stance and his jumps in 
particular, which help reaffirm his role 
as a psychic being focused more on 
telekinesis than fisticuffs — but that just 
means he’s staying true to himself while 
other characters are pummeling him. 

Thankfully, late updates pushed to 
Smash 4 helped rebalance Mewtwo, 
bringing him up in the rankings to 
become a real, viable choice in tourna- 
ment play. Hopefully those tweaks carry 
over into Ultimate, because a wimpy 
Mewtwo makes no sense! — LUCAS 


ROY MIGHT BE our boy now, but in 
2001 when Super Smash Bros. Melee 
came out, he just drew confused looks. 
This red-haired sword boy made his 
English debut in that Smash sequel, 
and, to date, we've still never seen his 
own original game in English. He was 
the protagonist of the 2002 Japan-only 
Game Boy Advance Fire Emblem game 
commonly subtitled as The Binding 
Blade. Following the adoration of Marth 
and Roy in Melee (as well as good sales 
of the strategy RPG Advance Wars), 
Nintendo finally brought the Fire 
Emblem series to America, but the 
game we got first wasn't Roy's debut, 
but rather its prequel starring his 
father, Eliwood. 

After Melee, Roy skipped Super 
Smash Bros. Brawl and seemed doomed 
to only pop up as a trivia answer about 
what Smash Bros. character never 
appeared in a Western game. He did see 
some throwback references in later Fire 
Emblem games, such as Fire Emblem: 
Awakening and the mobile game Fire 
Emblem Heroes, but he only returned to 
playable prominence in Super Smash 
Bros. for Wii U апа 305 as a DLC charac- 
ter alongside the second wave of add- 
on fighters like Lucas and Ryu. 

In Ultimate, he so far has a number of 
small tweaks. His Side B ability moves 
quicker with each hit now, and his 
Neutral B can now change directions 
mid-charge. — NEAL 


BACK WHEN ROBIN, Lucina and 
Captain Falcon were revealed for Super 
Smash Bros. for Wii u and 305, this poor 
hero sat off to the side, neglected. 
Chrom was left out, left lying on the 
ground after a battle saying, "I suppose 
PH get my chance another day." Well, 
Chrom, you’re no longer just a Final 
Smash afterthought. Welcome to the 
big leagues, buddy! Joining his Fire 
Emblem: Awakening compatriot (and 
daughter) Lucina, Chrom is an Echo 
Fighter in Super Smash Bros. Ultimate. 
Instead of Marth, though, he mimics 
Roy. While Roy has a flame effect on 
some of his attacks, Chrom lacks that 
and also doesn’t have the same sweet 
spot on his blade that Roy does. He’s 
more like Lucina in that regard, as his 
sword does balanced damage. 

Going off of his lack of flame effects, 
his Special attacks are all weirdly differ- 
ent from his Echo inspiration. His Up 
Special more closely resembles Ike's Up 
Special, though he doesn’t throw his 
sword like Ike. His Neutral Special still 
charges up, but it appears to be more of 
a wind-attuned attack than a fiery one. 

In general, Chrom’s demeanor is dif- 
ferent, seeming to be an Echo in a 
similar way as Richter is to Simon. His 
taunts are all inspired by his designs in 
Awakening, and for that matter, he even 
retains his voice actor, Matthew Mercer, 
from that game. It’ll be a family feud 
now that Lucina's Dad is here! — NEAL 


MR. GAME 
& WATCH 


MR. GAME & WATCH has come a long 
way from his jokey entrance into the 
Smash world in 2001. This antique hero 
— whose origin dates back to 1980 — 
has had a lot of tweaks and alterations 
over the multiple Smash games he has 
appeared in, but he’s always retained 
his paper-thin style and goofy retro aes- 
thetic. Super Smash Bros. Ultimate is no 
different in that Game & Watch has a lot 
of changes, but they’re likely less 
drastic than in past games. 

First off, Mr. Game & Watch has a 
mirrored stance, which seems befitting 
of his style. His Final Smash still puts 
you in control of him in Octopus form, 
but now the eight-armed monstrosity 
drags opponents off the screen in lieu 
of just knocking them around. (It 
slashes the range but makes it a little 
bit more deadly.) It’s another example 
of the Final Smash changes that remove 
some of the complexity of each one. 

Most of his other animations appear 
to be very similar to how he appeared in 
Super Smash Bros. for Wii U and 3DS, 
but the biggest notable difference is 
that, when he grabs an opponent, their 
stock icon is the ball that he throws. It’s 
another one of those super cute little 
touches that just make Smash so warm 
and fuzzy. 

Now we just need Paper Mario as a 
fighter for a totally 2D rumble! — NEAL 


META 
KNIGHT 


EVER SINCE HE was first introduced 
in Kirby’s Adventure for the NES, Meta 
Knight’s intentions and personality 
have remained a mystery (along with 
the strangely familiar face hiding 
behind his mask). In Kirby’s Adventure 
and Kirby Super Star, he crossed blades 
with the Pink Puffball in epic sword 
battles, but he’s also been a powerful 
ally, especially in Return to Dream Land 
and Star Allies. You never really know 
whether he'll be friend or foe! 

Meta Knight’s first appearance in 
Super Smash Bros. Brawl established 
him as a powerful top-tier fighter — 
perhaps a little too powerful, as his 
superior speed and attack power led to 
his use being banned at professional 
tournaments. This led the developers to 
nerf him for his appearance in 3DS/Wii 
U, which in turn led him to become a 
much more well-rounded fighter. 

Like the other Kirby characters, Meta 
Knight has the power of flight (his 
comes thanks to his transforming cape). 
He can perform blindingly fast attacks 
with his sinister sword, Galaxia, and he 
has various attack and recovery options 
that make great use of his aerial 
prowess. His Final Smash starts with a 
flap of his cape, then envelopes the 
playing field in darkness as a single, 
devastating sword slash slices through 
his opponents. Brutal! - REBECCA 


PIT WAS, AT one point, almost as big a 
star as Mario, Samus and Link. Truly! 
But after a successful pair of adven- 
tures spanning the NES and Game Boy 
and a brief stint on crossover cartoon 
Captain N, Pit all but disappeared for 
the span of a decade. After Super 
Smash Bros. Melee’s release, longtime 
Nintendo fans wondered if Pit’s trophy 
description ("Will Pit ever fight again?") 
hinted at a return for the winged plat- 
former hero. They got their answer 
when Super Smash Bros. Brawl intro- 
duced a redesigned version of the 
angelic archer, which was then used 
again in the personality-packed 3DS 
gem Kid Icarus: Uprising. 

In Ultimate, Palutena’s most loyal 
servant brings back his quick and 
breezy fighting style from past games, 
including the more recent Upperdash 
Arm. His Final Smash has changed for 
the third time in as many titles, though: 
Now he calls upon the Lightning 
Chariot, which functions similarly to the 
Dragoon item. (Mr. Sakurai likes to give 
extra attention to his adopted son.) 

And really, thanks to Mr. Sakurai and 
all these high-profile Smash appear- 
ances, I'd say Pit has reclaimed his spot 
standing alongside the all-time greats 
of the Big N. (His infectious personality 
really makes him stand out from those 
mostly mute co-stars, too.) So welcome 
back, Pit, and no worries about keeping 
us waiting! — MATTHEW Т. 


DARK PIT 


DARK PIT WAS one of the more con- 
troversial choices for a fighter in last 
generation’s pair of Smash Bros. titles, 
but I’ve always liked the choice for a few 
reasons. For starters, he’s technically 
Kid Icarus: Uprising’s only representa- 
tive, as both Pit and Palutena originated 
in the ’80s (even if their current designs 
didn’t). And since Uprising is fantastic, 
you'll get no complaints here. Secondly, 
while shadowy doppelgangers of 
beloved Nintendo heroes are nothing 
new for longtime fans of gaming, I'd 
argue that Dark Pit is the best of the lot. 
He’s a fully fleshed-out character with 
his own arc and development, and his 
serious nature and short temper make 
for a great comic foil for the rest of Kid 
Icarus’ colorful cast. Chalk it up to 
Uprising’s large amount of dialogue and 
quality writing and voice acting, but its 
characters really leave an impression. 

If you're like me and have a soft spot 
for Pit's edgier Echo, take note that in 
Smash, he plays extremely similarly to 
his goody-two-sandals counterpart, 
with the exception of his arrows and 
Electroshock Arm. He also employs his 
own unique victory theme, voice clips 
and Final Smash. And now that the 
rebranding of clones into "Echo 
Fighters" has been slowly warming over 
players who weren’t fans of that 
concept (like me!), perhaps Pittoo will 
enjoy a more welcoming embrace this 
time around. — MATTHEW Т. 


| NEVER EXPECTED to like Zero Suit 
Samus. | was never much of a regular 
Samus player either — how much differ- 
ent could she possibly be sans armor? It 
was a foolish judgment to make, espe- 
cially when Zelda and Sheik from Melee 
already existed as an example of con- 
trasting playstyles from one fighter to 
her alter ego. As a result, | rarely 
selected ZSS during my time with Brawl, 
and only properly put her through her 
paces once Smash 4 dropped. 

Today, she’s one of my mains — a 
nimble combatant with an impressive 
air game and a variety of paralyzing 
attacks that can throw opponents off 
their rhythm. No wonder why she’s 
among the top picks in tournaments! 

ZSS returns in Ultimate in a nearly 
identical guise to her Wii U/3DS appear- 
ance, which was based heavily on her 
design from Metroid: Other M. All her 
previous abilities are more or less 
intact, though her Final Smash is new: 
Instead of operating her Gunship akin 
to Snake’s Grenade Launcher in Brawl, 
she now stands atop it, dons her Power 
Suit and fires a concentrated blast 
similar to Lucario’s Aura Storm. 

The one returning element | had 
hoped would have been jettisoned out 
the airlock are her ridiculous yellow 
high heels. Honestly, how does she flip 
and wall kick in those things? — TONY 


HERE’S A CONTROVERSIAL opinion 
for you: Wario is far more interesting 
than his more famous rival. As the fig- 
urehead of a gaming empire, Mario can 
never be shown in a negative light. His 
personality and appearance can’t 
waver, and his main series of games can 
never vary far from the norm. 

Not so with Wario. This garish, garlic- 
chomping monstrosity has a lot more 
wiggle room to try out new things — his 
own name-brand Wario Land games 
pick up and ditch mechanics with each 
subsequent entry, just to see what 
happens. WarioWare’s gameplay ideas 
last only a few seconds apiece. It’s nuts. 
Yes, whether he’s eating bananas, 
wiggling his hips or sticking a finger up 
his nose, Wario crackles with the kind of 
weird charm Mario can only dream of. 

All of this naturally means that in a 
Smash Bros. context, Wario has a lot of 
obscure history to draw from. Decked 
out in his WarioWare attire, Mario’s rival 
can constantly bamboozle foes with 
dozens of blink-and-you’ll-miss-’em ref- 
erences to moments from his history in 
the industry. 

Sure, Wario hasn’t earned the cult 
appeal of his partner in crime Waluigi, 
but that doesn’t mean he doesn’t have 
more than a few disgusting tricks up his 
sleeve that are guaranteed to make life 
harder for everyone around him. (In 
other words, whatever you do, don’t 
stand downwind.) — MATTHEW 1. 


SNAKE 


“KEPT YOU WAITING, HUH?” 

After being left off the 3DS/Wii U 
Super Smash roster, Snake is back for 
Ultimate! While much of his career 
success has been centered on competi- 
tors’ consoles, the Metal Gear series did 
have some memorable Nintendo 
releases: the original NES Metal Gear, 
Metal Gear Solid for the Game Boy 
Color, The Twin Snakes for GameCube 
and Snake Eater 3D for the 3DS. Not 
only is Snake returning, but his original 
voice actor, David Hayter, confirmed 
that he’ll be returning to voice him! 

This Snake is based on Solid Snake 
from Metal Gear Solid 2: Sons of Liberty, 
with a few (clears throat) cosmetic 
changes from Brawl. While he special- 
izes in dealing the hurt with hand-to- 
hand combat (like his trademark choke 
grab), Snake also has access to cutting- 
edge military technology. In Ultimate, 
he can attach C4 explosives to oppo- 
nents and blow them up remotely, and 
grab onto a Cypher drone for aerial 
recovery. His arsenal also includes 
upgraded hand grenades, landmines 
and guided missiles that can be steered 
using the Control Stick. His Final Smash 
in Brawl involved targeting opponents 
with a grenade launcher, but in Ultimate 
he can now call in a devastating homing 
missile airstrike from a helicopter. 

Shadow Moses Island, his level from 
Brawl, is also returning. No word yet on 
the codec calls, though! — REBECCA 


YOU'VE SEEN LINK and Young Link — 
now get ready for Ike and Young Ike! 

OK, well, they haven't actually split 
Ike's character in two like that. (Though 
| wouldn’t put it past them.) Instead, 
both the younger Ike from Fire Emblem: 
Path of Radiance on the GameCube and 
his older self from the Wiis Fire 
Emblem: Radiant Dawn are now united 
into a single character here in Super 
Smash Bros. Ultimate. Previously, the 
younger Ike appeared in Brawl and the 
older in the Wii U and 3DS editions of 
Smash. Now, you can pick your favorite 
Ike era! 

Though that’s the most significant 
change the Smash series’ third-ever 
Fire Emblem rep has received in the 
switch to the Switch, there are of course 
some gameplay tweaks as well. 
Eruption, his Neutral Special, has been 
given a serious buff: Previously it just 
caused а small explosion on the ground 
right in front of Ike as he plunged his 
massive golden sword into the ground, 
but now the move spawns a series of 
pillars of fire that travel forward along 
the surface he’s standing on. On the 
negative side, though, Quick Draw, his 
Side Special, can no longer be charged 
indefinitely — so Ike mains will have to 
learn its new timing to be able to 
continue to wield it effectively. 

Ike may not be as well known as the 
other FE series stars, but he’s still ready 
to fight for his friends! — LUCAS 


SQUIRTLE 


THE BEAUTIFUL BLUE baby boy is 
back! 

I’m personally pretty partial to this 
particular Pokemon, as Squirtle was my 
starter selection way back 20 years ago 
when | first played Pokemon Blue on, 
yes, my black-and-white original Game 
Boy. He’s come a long way since those 
low-resolution days, now appearing in 
brilliant HD in this color-popping, eye- 
catching visual spectacle of a game. 

Sure, Smash was already in HD on Wii 
U. But Squirtle skipped that sequel! 
Both Squirtle and Ivysaur got cut from 
the Wii U and 3DS versions of Smash 
after having debuted in Brawl alongside 
Charizard as a three-in-one fighting 
team commanded by a (somewhat 
generic) Pokemon Trainer. Just like the 
Ice Climbers getting kicked to the curb 
last time too, the lower processing 
power of the 3DS can be blamed for 
Squirtle having to stay locked inside his 
Poke Ball for a whole hardware genera- 
tion. The handheld just couldn’t handle 
transforming characters! 

Now, though, Pokemon Trainer is 
back, and rather than the roster giving 
one number to all three of the Pocket 
Monsters on the squad, they’ve each 
been honored as individuals. As Fighter 
#33, Squirtle is a lightweight, agile and 
all-around fun choice, splashing his foes 
with blasts of water and grinning about 
it all the while. Just look at him! You 
can't help but smile! — LUCAS 


IVYSAUR 


ANYONE WHO'S BEEN through the 
awkward teenage years of life should 
relate to Ivysaur. This poor Pokemon is 
halfway through evolving from an 
adorable little seedling into a mighty 
flower, lacking both the speedy agility 
of Squirtle and the tremendous raw 
power of Charizard. Ivysaur's design 
even reflects its adolescence! Just like a 
pimply teenager, Ivysaur never seems 
sure of its strength, and comes riddled 
with blotches on its skin as it waits des- 
perately for its flower to bloom. It’s no 
fun being the middle child. 

The appeal of Pokemon Trainer in 
Brawl was switching between monsters 
on the fly. Players can be forgiven for 
skipping quickly past Ivysaur on their 
journey between Squirtle’s speed and 
Charizard’s strength, but to do so 
means to overlook the leafy frog dino- 
saur's area of expertise: vertical reach. 
Ivysaur's vines allow it to juggle foes 
nearly endlessly, making it far more 
useful than it initially appears. Simply 
slide under a platform, wait for an 
opponent to come too close above you, 
then happily batter them without fear 
of retaliation. This range means Ivysaur 
should be able to hold its own quite 
nicely, even without help from its pals. 

Overlook this Pokémon at your peril 
— Ivysaur may not draw heads іп the 
same way as its more iconic peers, but 
you should never, ever underestimate a 
literal late bloomer. — MATTHEW L. 


CHARIZARD 


COMPLETING THE TRIPLE threat 
that is choosing Pokemon Trainer from 
the character select screen, here’s the 
Pokemon series’ most iconic dragon 
(who’s not actually a Dragon-type), 
Charizard! Unlike Squirtle and Ivysaur, 
Char here did manage to keep a roster 
spot in the Wii U and 3DS versions of 
Smash — as a lone fighter with no 
Trainer in sight. Now, though, he’s 
returned to the fold and once again 
serves as simply one third of a trio 
instead of standing alone. 

I’m not sure how Charizard players 
will react to that. | don’t think there 
were a ton of Smash fans who declared 
the solo ’Zard to be their main last time 
around, but no longer having the option 
to play as him alone is, in a way, a roster 
cut. The only one Ultimate will have, it 
seems. The old "fatigue" mechanic that 
forced Pokémon Trainer players to 
swap between all three monsters in 
Brawl has been eliminated here, so you 
could still play as Charizard alone if you 
wanted to — but in doing that you'd 
have to avoid ever using his Down + B 
move, which is what switches him out 
for Squirtle. On Wii U and 305, his Down 
Special was a Rock Smash attack, so 
that's presumably gone too. 

Maybe Mr. Sakurai has anticipated a 
mild backlash here and will make solo 
Charizard an official option again? It’s 
not a huge deal, but gamers like making 
mountains from molehills. — LUCAS 


DIDDY KONG 


HOO! HAH! K.O.! 

When | first heard that Diddy Kong, of 
all fighters, was causing an uproar in 
the competitive Smash community, | 
was understandably incredulous. Then | 
watched the YouTube videos of it hap- 
pening in tournaments over and over 
again, and | had to become a believer: 
Diddy had broken the scene. It was all 
thanks to a combination of moves that 
came to be affectionately called the 
"Hoo Hah," after the chimpish vocals 
Diddy utters while performing it — 
skilled players would basically chain 
together a Down Throw and an Up Air 
and follow up with any of a variety of 
finishers to frustrate their opponents 
and send them sailing off the top edge 
of the screen with far too much reliabil- 
ity. 

The Hoo Hah was ultimately short- 
lived, as patches nerfed it out of exis- 
tence a few months after its 15 minutes 
of fame came and went. Even still, 
though, Diddy remains a formidable 
fighting force with wild, unpredictable 
mobility and a key ability few other 
fighters possess: being able to spawn 
his own items out of thin air. It’s just a 
banana peel, granted, and he can only 
have one at a time, but having that 
extra little hitbox to toss around, plant 
on the ground or chuck at a recovering 
enemy trying to make it back onto the 
stage after being knocked away is just 
wonderfully useful. — LUCAS 


TO THE UNINITIATED, Lucas may 
look like Ness after he’s taken a trip to 
the hairdresser — but he’s much more 
than just a clone. Unlike his EarthBound 
look-alike, Lucas has a heart-wrenching 
backstory, both in and out of the world 
of his game. (If you want to learn more 
about what he’s been through, check 
out NF Issue #21, where we discussed 
the events of Mother 3 and its 12+ year 
localization struggle in detail.) For now, 
I'll just say that Lucas symbolizes hope 
in more ways than one. 

That’s true of everything about him, 
including his Smash debut in Brawl back 
in 2008. Two years after his Game Boy 
Advance game scored critical and com- 
mercial acclaim in Japan, Mother 3 was 
still nowhere to be seen in the rest of 
the world. Many assumed that, for a 
variety of reasons, this meant that the 
third game in the Mother/EarthBound 
series would remain landlocked forever. 
Then Lucas broke his way into Smash 
with signature moves like PK Freeze and 
the Rope Snake grapple. Better yet, he 
brought a few "friends" with him, 
including the terrifying-but-ridiculous 
Ultimate Chimera, the invincible Porky 
statue and even Spider Mech Porky 
himself. Not only was this more repre- 
sentation than most games ever get in 
Smash, but it also added up to the most 
official Mother 3 content that we in the 
West have ever received. How can that 
not make you hopeful? — JONATHAN 


GOTTA GO FAST when it’s time to 
Smash? Then you’ve gotta go with the 
blue streak who speeds by, a guy who 
loves adventure — Sonic the Hedgehog! 

Sonic was a last-minute and hotly 
anticipated addition to the Super 
Smash Bros. Brawl roster, as those who 
remembered the 16-bit console wars 
were eager to have Sega’s mascot throw 
down with Nintendo’s main man in 
order to settle things once and for all. 
(You'd think Sega exiting the hardware 
business or the two competing at the 
Olympics would have done that, but 
you'd be wrong). 

For the most part, the Blue Blur 
seems largely the same when weighed 
against his previous appearances, with 
most of the changes coming in fine- 
tuning his moves on a more technical 
level, such as the Spin Dash being more 
difficult to combo. But even if Sonic 
doesn't seem outwardly different by 
way of his moveset, these tweaks 
reportedly add up to make him a fairly 
different character to play, favoring an 
overall more aggressive style that 
seems in keeping with Ultimate. 

Sonic's Final Smash once again trans- 
forms him into Super Sonic, who now 
criss-crosses the screen as only the 
world's fastest hedgehog can. He may 
not be the only one of his species in the 
mix, though — many fans are predicting 
that Shadow will still be revealed as 
Sonic’s Echo Fighter! — DAVID 


AS ONE OF Masahiro Sakurai's own 
character creations, you'd think that 
personal favoritism would have gotten 
the grand monarch of Dream Land a 
spot in the playable Smash roster much 
earlier than Brawl. And, indeed, it’s 
been revealed by Nintendo that King 
Dedede was at one time planned to be 
playable in the very first Smash game 
on the N64... and then planned again 
for Melee on the GameCube. On both 
occassions, though, Mr. Sakurai seems 
to have exercised restraint and held 
back this powerful, portly penguin, 
letting other creators’ characters 
leapfrog his own. So it was that King 
Dedede, in the design documents since 
the '90s, didn't get inducted into the 
action until 2008, as the 39th fighter! 

(Kind of makes you wonder what 
other characters have been secretly 
treading water in the series’ plans for 
years on end, huh?) 

Anywho, King Dedede’s back in action 
in Ultimate, once again throwing his 
weight around and swinging his massive 
hammer. Ultimate’s expanded range in 
facial emotion plays out most clearly on 
this king’s royal mug, so get ready for 
lots of goofy screenshots starring him 
and his bendy beak. He’s also got yet 
another all-new Final Smash! (Because 
that’s the one area in which Sakurai 
does favor his creations.) — LUCAS 


OLIMAR 


AN ODDITY EVEN amidst a cast of 
dozens of other oddballs, the hard- 
working, spaceship-crashing, plant- 
plucking Captain Olimar of Hocotate 
Freight is back once more after first 
joining the Smash roster in Brawl. He's 
had some significant changes since that 
debut appearance, too! 

Olimar is a unique fighter in that he 
himself does very little of the fighting. 
As in the games from which he hails, he 
relies largely on tiny, multi-colored 
plant soldiers called Pikmin to do his 
battling for him! One of Olimar’s moves 
plucks Pikmin out of the ground, then 
the rest make use of them to bash foes, 
or even to latch onto opponents for con- 
tinuous damage. 

The good captain was able to forma 
fighting force of six Pikmin back in the 
Brawl days, but rebalancing during the 
development of Smash for Wii U and 
3DS halved that total, so now the max is 
three at a time. The reduction may have 
had something to do with the process- 
ing power of the 3DS — which is why the 
Ice Climbers got cut entirely — but now 
that the series has moved on to the 
Switch, three’s still the pluckable limit. 
It’s just as well, since the Winged Pikmin 
recovery he gained in the transition is 
more reliable than the Pikmin Chain 
tether grab he had to use on Wii. 

Also, for alt costume fans, Alph from 
Pikmin 3 returns — still stacked under 
Olimar. Not an Echo Fighter! — LUCAS 


LUCARIO 


LUCARIO WAS FIRST introduced to 
the world through the eighth Pokemon 
movie, Lucario and the Mystery of Mew, 
and made his catchable debut in 
Pokémon Diamond, Pearl & Platinum. 
He’s also one of the selectable fighters 
in Pokken Tournament, and he plays a 
major role in Pokemon X & Y as one of 
the first Pokemon seen who's capable of 
Mega Evolution. Lucario's a Fighting/ 
Steel-type who has access to a lot of 
devastating physical attacks that take 
advantage of his base speed, all of 
which translate well into his moveset 
for Super Smash Bros. Ultimate. 

When he debuted in Super Smash 
Bros. Brawl, many thought he was a 
replacement for Mewtwo — but Lucario 
ended up standing out on his own due 
to his Aura ability: His damage output 
increases as he takes more damage 
himself. In Brawl, Lucario's Aura power 
culminated in the Aura Storm Final 
Smash, where he teleported to the top 
of the screen to rain down destruction 
on the field below. With the introduction 
of Mega Evolutions, Lucario's Final 
Smash changed in 3DS/Wii U to his 
transformation into Mega Lucario. No 
word yet on what it’ll be in Ultimate, as 
Sakurai and his team have sought to 
streamline Final Smash attacks. 

And for everyone asking for Goku to 
be in Smash: Lucario’s English voice is 
also done by Sean Schemmel, so that 
kind of counts, right? - REBECCA 


THE LAST OF the Ancients returns for 
the Ultimate battle (of Ultimate 
destiny?)! Our Robotic Operating Buddy 
("R.0.B." for short) seems largely the 
same as in his previous appearances. 
However, that isn’t to say he doesn’t 
have any new tricks up his arm panel. 

Nintendo’s highlighted his powerful 
Robo Beam and Gyro projectiles 
already, but his new Down Throw is 
really something to behold. Using his 
robotic might, he now takes an 
opponent and piledrives them head- 
first into the ground, half-burying them 
and leaving their flailing feet prone to 
further attacks as they attempt to right 
themselves. 

What’s more, it seems there’s been a 
tweak to R.O.B.’s "effective recovery," 
which consists of using jets mounted in 
his base to soar back onto the stage ina 
move called Robo Burner. This is a move 
that can be canceled and reignited, but 
R.O.B. only has a limited amount of 
charge in it as long as he’s airborne. 
New is an aesthetic change: A visual 
indicator on his chassis now shows how 
much fuel he has left in the tank before 
needing to land and recharge. 

A neat touch | didn’t notice on Wii U 
and 305: R.O.B.’s default colors vary 
according to region. In the Japanese 
version of Ultimate, his default will be 
Famicom red and white — but interna- 
tionally, he’ll sport the NES greys that 
we all know and love! — DAVID 


PRO TIP: NEVER underestimate the 
little guy. First introduced in Super 
Smash Bros. Brawl, Toon Link may seem 
like he’s just a pipsqueak version of the 
Hylian hero, but he still packs quite a 
wallop. 

Toon Link originates from the 
GameCube's classic Legend of Zelda 
series sequel, The Wind Waker. He’s 
merely a simple cel-shaded 12-year-old 
boy when we're introduced to him on 
Outset Island, but soon thereafter he 
sets out on a quest to sail the Great Sea, 
rescue his kidnapped sister Aryll and 
eventually defeat Ganondorf, the Bad 
Guy Who Just Won't Go Away. During his 
travels he obtains many of the abilities 
and items that he uses in his appear- 
ances in Smash games, from his trusty 
Hero's Bow and Boomerang to the blade 
of evil's bane, the Master Sword. 

So far, not a lot is known about his 
return in Ultimate and what changes 
may be in store for him. What is known, 
however, is that his basic differences 
from the other two Links present in 
Ultimate are still there. Toon Link is still 
faster, his bombs have a larger area of 
effect but cause less damage and his 
Hero's Bow charges faster than Young 
Link's, but slower than regular Link's. 
His Final Smash, Triforce Slash, also 
seems to have remained unchanged at 
this point. Hopefully we'll see more of 
the Hero of Winds as we get closer to 
the release date! — THOR 


WOLF O’DONNELL, LEADER OF the 
mercenary pack Star Wolf, is finally 
back! Originally introduced in Brawl asa 
pseudo-clone of Fox, Wolf's moveset is 
simultaneously familiar and distinct, 
offering some unique advantages and 
disadvantages on the battlefield. 

Wolf’s design in Ultimate is a take on 
his look from Star Fox Zero (though 
embellished quite a bit further). Along 
with the reworked duds come some 
twists on his previous attacks, as well as 
outright changes. To start, Wolf’s basic 
three-strike volley ends in a third slash 
as opposed to a forward biting motion. 
Wolf’s progression is no longer halted 
during this attack, allowing him to more 
quickly chain into other moves. His dash 
attack has also been altered, with a 
short-range jumping kick swapped for 
the flip he used to perform. Wolf's 
airborne kick is now more closely 
aligned with Fox’s, as well. 

But any Star Fox fan who played Wolf 
in Brawl knows the one crucial element 
that needed to be changed most of all: 
his embarrasing Final Smash. In that 
game Wolf summoned a Landmaster. 
Just like Fox. Just like Falco. But the Star 
Wolf team never had Landmasters! It 
reeked of Sakurai and his team running 
out of time, and thankfully it’s been 
scrubbed away now and replaced with a 
true Final Smash: calling the rest of the 
Star Wolf team to swoop in and deal 
massive damage! — ROBERT 


6 , 0 TNR 
THE HYPE CYCLE for the fourth gen- 
eration of Super Smash Bros. kicked off 
at E3 2013 with what, at first, appeared 
to be a trailer for a new Animal Crossing 
game. The happy-go-lucky human who 
lives in a town full of animals, Villager, 
checked his mailbox to discover a truly 
special letter inside: an invitation to join 
the cast of Smash! And thus a new era 
was born, as the Newcomer cast for 
Super Smash Bros. for Nintendo 3DS 
and Wii U began to be assembled, and 
Mr. Sakurai set the bar for the now- 
standard "bait and switch" reveal 
trailers for new fighters. 

It was especially easy to be fooled by 
the Villager’s Smash debut because, 
well, how would they even make the 
generic protagonist of such a wholly 
non-violent series as Animal Crossing 
into a brawler worthy of the Smash 
Bros. battlefield? Sakurai’s answer: 
making him cute, quirky and totally 
weird, attacking by not attacking in 
many cases — just doing things like 
tripping and causing a flower pot to fall 
and shatter (which conveniently would 
cause damage to any enemy nearby). 
Villager just hops and skips around the 
arena, planting trees, riding a Gyroid 
like a rocket... always just having fun, 
and occasionally winning a fight as a 
result. 

Villager still comes in eight varieties 
in Ultimate, so choose your favorite and 
have a jolly old time again! — LUCAS 


MEGA MAN 


“MEGA-HI!” The Super Fighting Robot 
returns, fighting to save the world! 

With that said, Mega Man himself 
isn’t all that different here than in his 
scream-inciting Super Smash Bros. 
debut. The Blue Bomber’s still packing 
an armory of special weapons acquired 
over the course of 30 years of robo- 
busting, and his faithful companion 
Rush is still at his side. 

Even so, some of his classic attacks 
have been fine-tuned by Dr. Light to 
pack a little bit more of a punch. In par- 
ticular, the Metal Blade cuts a little 
deeper than before, and the Leaf Shield 
is faster and doesn’t disappear upon 
hitting an opponent. 

However, the big difference isn’t so 
much in Mega Man, but more in those 
around him. For instance, the Mega 
Legends Final Smash works just as it did 
previously, only now Proto Man and 
even Bass are lending their firepower to 
the cause alongside X, MegaMan.EXE, 
MegaMan Volnutt and Star Force Mega 
Man. "But wait," you may be thinking. 
"Shouldn't Zero be joining in as well?" 
You would be correct, but Zero’s going 
to do things his own way — as an Assist 
Trophy, seemingly supplanting Elec 
Man's former role. 

Finally, the 3DS and Wii U versions of 
Wily Castle have now been condensed 
into one. The Yellow Devil still appears, 
but with the new Stage Hazards toggle 
you can turn him off! — DAVID 


Wi FIT 
TRAINER 


THE FIRST THREE Smash games were 
all huge hits, but it wasn’t until Smash 
for Wii U and 3DS was released in 2014 
that the franchise cemented itself as an 
institution. With its fourth entry, Smash 
had grown to represent Nintendo as a 
whole, serving as a snapshot of every- 
thing that the company had come to be. 
By bringing the Wii Fit Trainer to Smash, 
Sakurai solidified this all-inclusive 
attitude in a way that some found 
shocking. At the time, many decried the 
popularity of Wii Fit and its "casual" 
appeal, but the Smash team refused to 
turn a blind eye to a side of Nintendo 
that had brought happiness to millions 
of people. Thankfully, Wii Fit Trainer 
ended up being a perfect "fit" for Smash 
that few complained about. 

All of the Trainer’s moves are true to 
the routines from the Wii Fit series, 
including the crawl animation, which is 
nothing but push-ups. Based on looks 
alone, you might guess that she (or he) 
is just working out, and that it’s a coinci- 
dence that your face happened to get in 
the way of their fist in the midst of a 
yoga maneuver. This dedication to 
fitness isn’t just for show — it’s a core 
element of the character! The Trainer’s 
commitment to better health through 
exercise is unwavering, even while 
battling a fox with a laser pistol and a 
giant turtle dragon. — JONATHAN 


ROSALINA 
& LUMA 


ROSALINA TORE UP the scene imme- 
diately following her 2007 Super Mario 
Galaxy debut and hasn’t let up since. In 
a sort of controversial move by 
Nintendo, she managed to muscle out 
longer-serving Mario series icons for 
her Smash roster spot and instantly 
became a fan favorite. Her full name is 
even "Princess Rosalina," cementing 
her status in the overall Mario universe, 
to the chagrin of Daisy supporters. 

From there Rosalina would reprise 
her role in Galaxy 2, as well as 3D World 
as a fully unlockable character, as a 
competitor in the Mario Kart series and 
then in pretty much every other sports 
iteration in the galaxy. Her first Smash 
appearance was in the Wii U and 3DS 
editions, where she brought her trusty 
pal Luma along for the ride. 

Rosalina is unique in that she towers 
over a lot of other members of the cast, 
but also maintains a floaty playstyle. 
Her puppet master ability to tap into 
and control the movements of the 
separate entity of Luma also adds a 
trickster-esque tint to һом she 
operates. All of these X-factor elements 
help Rosalina secure big wins at major 
tournaments — along with the typical 
showings of Sheik, Marth, Cloud and 
Fox. A lot of love and care went into not 
only her design, but her kit: Someone’s 
looking out for her! — CHRIS 


LITTLE MAC 


THE FIRST CHARACTER ever to be 
promoted to full fighter status (in 3DS/ 
Wii U) after previously appearing as an 
Assist Trophy (in Brawl), Little Mac is 
now a Veteran heading in Super Smash 
Bros. Ultimate. He's had a spotty career 
since his early '80s origin, technically 
debuting in arcades in 1984, but the 
Little Mac most players are familiar 
with was introduced in the NES version 
of Punch-Out!!, which debuted initially 
as Mike Tyson’s Punch-Out!! in 1987. 
Since then, Mac has mostly laid low, 
with an appearance on the Super 
Nintendo (though, once again, that was 
a different design more like the original 
arcade games), and then ultimately a 
Wii release called Punch-Out!! from 
Next Level Games in 2009, which most 
likely was the start of his path toward 
Smash stardom in 2014. 

Little Mac in Ultimate retains the 
pugilistic style of his brawling debut — 
now with an array of tiny tweaks. For 
example, he can now jump higher and is 
a big beneficiary of the new directional 
air dodges. His moves have a variety of 
balancing and a few aesthetic changes 
as well. His К.О. Uppercut is now more 
akin to his Star Punch from the NES 
game than it was on the Wii U and 3DS. 
Like other Final Smashes, Mac’s has 
changed. He still transforms into Giga 
Mac, but he’s uncontrollable — he just 
rushes forward and beats the tar out of 
anyone in his way! — NEAL 
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EVERYONE’S FAVORITE SPEEDY 
blue ninja frog, Greninja, is back and 
ready to sling out more water shuriken 
on his way to the top! Hailing from 
Pokemon X & Y, Greninja is one of three 
starter Pokemon that players can 
choose at the start of their journeys to 
catch ’em all/be the best there ever 
was/rise to the top of the Kalos Region 
Pokémon League and be crowned 
Champion. On the way to his inaugural 
appearance in Smash Bros. 4, Greninja 
became one of the most popular 
Pokemon of that region, earning 
himself a rather large following and 
being granted a sizeable chunk of the 
story in the Pokemon cartoon for that 
time period (side note to that story: 
Greninja was ROBBED!). He even 
attained a new form of temporary evo- 
lution called "Ash-Greninja" due to his 
strong connection with lovable scamp 
and Pikachu enthusiast Ash Ketchum. 
Greninja’s inclusion in Ultimate so far 
has shown few changes to his overall 
performance. Other than some new ani- 
mations and a couple of new ground 
attacks, he's still the super-quick, 
super-agile aerial attack master that he 
was before, but with all the little adjust- 
ments made in Smash 4 patches it’s no 
wonder there’s not much to change this 
time around. But, thankfully, there is 
one major revision: He now transforms 
into Ash-Greninja for his Final Smash 
attack! (Redemption time!) — THOR 


BRAWLER 


AH YES, THE Mii Fighters. One of the 
quirkiest additions to the design of 
Super Smash Bros. for Nintendo 3DS 
and Wii U, this trio of completely cus- 
tomizable combatants made a pretty 
big splash when they were first unveiled 
at E3 2014, starring in the same Smash 
trailer that introduced the amiibo toy 
line to the world for the first time. But 
while amiibo went on to set the fandom 
ablaze with years of incredible sales 
numbers and rabid interest from collec- 
tors, the interest in the Mii Fighters 
seemed to mostly fizzle out after the 
games’ first few months. 

Part of the problem was that the Miis 
looked, well, not so hot. Why play as a 
nondescript custom avatar when the 
rest of the cast was full of boldly 
designed icons? So Ultimate is punching 
up the visual approach to these fighters 
— as you can see with the fresh outfit 
being rocked by the Mii Brawler above. 

The Brawler is the first of three kinds 
of Mii Fighter you can choose to create, 
and if you go this route then you'll get a 
melee-focused, in-your-face scrapper 
who rushes into close quarters with 
opponents and then beats them down 
with heavy-handed punches, punishing 
kicks and even a headbutt or two. It’s 
the favored Mii Fighter style of NOA 
President and COO Reggie Fils-Aimé, 
don’t you know! — LUCAS 


Mii SWORD 
FIGHTER 


IF YOU’D RATHER have your Mii wield 
a weapon instead of charging into 
battle with fists and feet alone, consider 
the second style of Mii Fighter: the Mii 
Swordfighter! Choosing this option 
instantly makes your chosen Mii into an 
expert with a blade — spinning, striking, 
slashing and slicing just as well as any 
of the sword-using heroes elsewhere on 
the roster. (Step aside, Marth!) 

With all three kinds of Mii Fighters 
you'll have to make one more choice 
beyond picking Brawler, Swordfighter 
or Gunner: You have to choose a set of 
Specials as well. In Smash 4 you could 
mix and match any combination of Up, 
Down, Side and Neutral Specials from a 
selection of three options each, but 
reportedly that degree of customization 
has diminished in Ultimate. It’s uncon- 
firmed, but the Specials may now be 
locked down into only a few groups, so 
you'll, say, choose "Special Group 1" or 
"Special Group 2." 

Unfortunately, that means a perfect 
re-creation of NF’s Mii Swordfighter of 
choice, Nikki from Swapnote, won't be 
possible in Ultimate. (She used the 
default Specials for the most part, but 
"Option 2" for her Up Special.) Oh well — 
Nikki’s been promoted to Assist Trophy 
this time, so we'll accept that greater 
recognition and use the Mr. Iwata Mii to 
make our swordsman! — LUCAS 


Mii GUNNER 


YOU THOUGHT YOU were done 
because you flipped the page? No! 
There’s one more Mii Fighter to cover: 
the Mii Gunner! 

This long-distance damage-dealer 
prefers to stay well out of range of the 
other Smash Brothers and Sisters, 
attacking from afar with laser blasts, 
missiles and more. It’s my personal Mii 
Fighter of choice, as the Lucas M. 
Thomas Mii Gunner has racked up 
nearly as many victories as Mother 3’s 
Lucas on my Smash 4 save file! 

I’m digging the new look of the 
Gunner too and can’t wait to remake my 
Mii Fighter as a result. But if you don’t 
care for the default jacket as seen 
above, Nintendo will surely continue the 
paid DLC tradition from the last genera- 
tion and offer plenty of alternate 
costumes for a small additional fee. In 
Smash 4, some special Mii Gunner 
costumes included the iconic outfits of 
Mega Man X and Proto Man, as well as 
the Inklings and Isabelle. (DLC Mii 
outfits from Smash 4, it turns out, have 
proven to be reliable predictors of 
Newcomers here in Ultimate. You know 
who else got a Mii Gunner costume 
based on his likeness? Geno, from Super 
Mario RPG. Just sayin’.) 

One knock against all the Mii Fighter 
options, though, is that Miis are much 
harder to make and share on Switch. So 
| worry that all three of them will end up 
getting ignored once more! — LUCAS 


М 


ALUTENA 


WHILE LADY PALUTENA is known 
more for her recent appearances as 
Pit’s guide, the character first showed 
up way back in 1986 in Kid Icarus. As the 
story goes, the evil Medusa turned the 
humans of Angel Land to stone. 
Palutena, the Goddess of Light, retali- 
ated by transforming Medusa into a 
monster and banishing her to the 
Underworld, which set off a war 
between the Underworld and Skyworld 
armies. Palutena’s #1 errand boy, Pit, 
ended up saving the day by defeating 
Medusa, and in some endings he got a 
kiss from Palutena herself! Like Pit, the 
goddess got a new chance at stardom 
thanks to a Super Smash Bros. Brawl 
redesign followed by a major role in Kid 
Icarus: Uprising on the 3DS. 

As of now, Palutena is one of the 
most mysterious returning veterans in 
Ultimate. While her past Special attacks 
could be rotated out in a custom 
moveset cycle, Sakurai has stated that 
these moves have been consolidated 
into a single attack each now. The 
example given is Palutena’s Down 
Special, which now functions in a 
context-sensitive manner as either 
Counter (when hit by melee attacks) or 
Reflect (when hit by projectiles). Her 
remaining Specials are still up in the air 
— it’s unknown whether Lightweight, 
Celestial Flame, Rocket Jump and so on 
will make it in or not. Hopefully we'll 
learn more soon! — MATTHEW T. 


& 


PAC-MAN 


NEXT UP, PAC-MAN! One of the most 
distinguished elder statesmen of video 
gaming. Few characters can match 
Pac’s enduring popularity over the 
decades: He’s had multiple television 
series, a Top Ten song and oodles of 
merchandise, and was even a part of a 
good breakfast! Debuting in 1980, Toru 
Iwatani's voracious baby boy predates 
Mario by a year, but just made the 
Smash roster in 2014. 

Nearly every attack Pac-Man uses 
contains little callbacks to his storied 
history: All four of his ghost pals are 
present in his Smash attacks, bonus 
fruits act as chargeable projectiles and 
the ubiquitous dots and Power Pellets 
are all incorporated into his Side 
Special attacks. Pac-Man’s Up Taunt 
even acts as a Namco Museum of sorts, 
showcasing many of Namco's classic 
characters like Mappy,  Xevious' 
Solvalou ship and a Pooka from Dig 
Dug. Pac’s Final Smash transforms him 
into Super Pac-Man, the oversized 
chomper from the eponymous game. 
But new in Ultimate is the fact that 
Super Pac is now uncontrollable: He'll 
simply dash across the arena in fast 
random directions, and anyone caught 
in his path will get chomped. 

Also, sadly, Pac-Man’s classic maze 
stage from Smash 3DS seems to be cut, 
making Pac-Land from the Wii U version 
his only home turf. It’s a shame both 
couldn't be included! — THOR 


IN THE LEAD-UP to Super Smash 
Bros. for Nintendo 3DS and Wii U, | was 
sure that Robin had no chance whatso- 
ever of appearing as a playable fighter. 
After all, "Robin" is just the default 
name for this hero, and the design you 
see pictured above is just the default 
look for him. Or her! That’s because in 
Fire Emblem: Awakening, Robin is the 
player avatar character, totally custom- 
izable and able to be renamed to 
anything you want. | thought that surely 
such a character with no set and 
standard identity could not possibly be 
Smash worthy. 

And, clearly, | was wrong. Mr. Sakurai 
tore down another obstacle in the path 
of any character’s potential inclusion on 
the day that Robin was revealed, so now 
we can’t count out even characters who 
have no set name or face! Smash specu- 
lation is truly wide open. 

After the fact, 1 understood why Mr. 
Sakurai had chosen to go this route, as 
opposed to the safer and more 
expected character choice of Chrom. 
Robin is a unique spellcasting warrior, 
totally unlike any other fighter in the 
cast in the way that magic is wielded — 
because, as in the Fire Emblem series, 
each usage of a spell drains a charge 
from the tome that contains its words. 
Use the same spell too many times and 
the tome will run out of power, leaving 
you unable to use that move any more! 
Dangerous indeed. — LUCAS 


THE MOST SHOCKING surprise addi- 
tions to the Smash cast have, of course, 
been the third-party characters like 
Sonic, Snake and Cloud. Even still, fans 
were taken aback when Shulk was first 
revealed for Smash Wii U and 3DS! A 
leak in advance of his official unveiling 
gave us a glimpse into the future (a 
vision, perhaps), but even then a faction 
of fans tried to debunk it, claiming it 
was a Photoshop-edited Little Mac 
render — that’s how little faith people 
had that the hero of Xenoblade 
Chronicles could make the cut. 

But make the cut he did! And with his 
fantastic, legendary sword, the Monado 
— the most powerful and utility-packed 
blade in the game. Shulk’s gimmick is 
that he can call upon the power of the 
Monado to change his stats on the fly. At 
a moment's notice he can turn himself 
into an aerial ace with increased jump 
height and air speed, or he can magnify 
his running speed to chase down foes, 
or he can increase his weight to keep 
himself from being knocked off the 
stage. There are five Monado Arts in all, 
giving him six possible statistical states 
(when you also count his default with no 
Art activated). Activation of those other 
states has been upgraded in Ultimate, 
too, as a new ring-shaped menu now 
appears around Shulk to enable quick 
selection of any of them. Shield. Speed. 
Jump. Buster. Smash. Which will lead 
you to victory? — LUCAS 


BOWSER JR. 


IPS EIGHT CHARACTERS in one! 

Debuting in Super Mario Sunshine 
(initially in disguise as the mischievous 
Shadow Mario), Bowser Jr. was out to 
prove that he could be just as evil as his 
big bad Dad. But he wasn’t the first 
young upstart to try to win King Koopa’s 
attention! Bowser already had seven 
other kids — the Koopalings — who'd 
made their debut a decade earlier in 
Super Mario Bros. 3. Here in the Smash 
series, all eight share one character 
slot, with Bowser Jr. leading the charge 
as the primary face on the fighter select 
screen. Larry, Morton Jr., Wendy, Iggy, 
Roy, Lemmy and Ludwig only provide a 
new look and not any stat changes or 
different moves. You'd think that Roy 
and Morton Jr. might pack a heftier 
punch while Lemmy and Larry might be 
swifter, but no. They’re all identical. 

The Bowser Jr. reveal was a huge 
moment for Super Smash Bros. for Wii U 
and 3DS. Tons of players were excited 
for him (or them), but his overall impact 
on the tournament scene has been 
underwhelming. He has good mobility, 
despite being a heavyweight character. 
His problems stem from extended move 
animations that leave him open to 
attack, and a limited ground game due 
to his speed. His home is in the air and 
he’s best with ranged attacks, so he can 
be dangerous in а skilled player's 
hands. But Ultimate may need to senda 
few buffs his way! — BRETT 


DUCK HUNT 


WHEN SOMEONE PICKS Duck Hunt 
from the character select screen, you 
know they’re bringing out the big guns 
= literally! 

Mr. Sakurai began an interesting tra- 
dition early on in the life of the Super 
Smash Bros. series. Starting with Super 
Smash Bros. Melee, he began including 
characters who were nods to Nintendo’s 
earlier days in the industry, and who 
had seemingly been all but forgotten 
thanks to the passage of time. 

This initiative brought us the Ice 
Climbers, Mr. Game & Watch, Pit (who in 
turn saw a short-lived series revival that 
Saw even more characters added to the 
Smash roster), R.O.B. and, most 
recently, this duck ’n dog duo from the 
perennial NES pack-in title for which 
they’re named, Duck Hunt. 

However, despite that name, the 
Duck Hunt duo doesn’t just represent 
their own game, but most of the Light 
Gun Series from the 8-bit days: Their 
Trick Shot tin can comes from Hogan’s 
Alley, and their Wild Gunman move 
summons one of the five outlaws from 
that game to take aim at an opponent. 

Their Final Smash, the NES Zapper 
Posse, brings them all together as a 
flock of ducks sweep any unsuspecting 
Smashers away to the middle of a firing 
range, where all five Wild Gunmen take 
aim at ducks, cans and Hogan’s Alley 
targets — with the opponent caught up 
in the crossfire! — DAVID 


WHEN RYU DEBUTED as a DLC 
fighter in Super Smash Bros. for Wii U 
and 3DS, faithfulness to his source 
material was crucial — and he somehow 
managed to stay true to his Street 
Fighter roots while at the same time 
feeling right at home in the Smash 
roster! Fortunately, that doesn’t seem 
to have changed in Ultimate. 

From what we've seen, Ryu hasn't 
been altered much at all since his last 
Smash appearance, with the exception 
of one pivotal adjustment (emphasis on 
"pivot"). Now, when competing in one- 
on-one matches, Ryu will automatically 
face his opponent just like in Street 
Fighter. On the surface this seems like 
just a cool nod to the character’s 
history, but when you think about its 
application, this could have a pretty 
dramatic effect on the way people use 
him — especially when it comes to edge 
guarding. This auto-turning only takes 
place when Ryu's on the ground, so 
even though he’s got a little more Street 
Fighter flavor in how he plays, he’ll still 
feel like a Smash Bros. fighter. 

Other than that, it looks like business 
as usual for the World Warrior, at least 
in his gameplay. Visually speaking, his 
face seems to have changed a little, 
making him look like a cross between 
his Street Fighter IV and V appearances. 
But don’t worry, his eyebrows still stick 
out over his headband. (How does he do 
that?) — KRIS 


CLOUD IS A fresher face amongst 
Smash Bros. fighters, but he quickly 
catapulted into the top tier of combat- 
ants in his first appearance! Not too 
shabby, but as with all fighters, some 
changes and alterations have been 
made on the way into Ultimate. 

In Cloud’s case, he’s gotten quite a 
few more nerfs applied to him versus 
buffs in an effort to bring him back 
down to Gaia. To start, his dash attack is 
weaker and much of the range of his 
numerous smash attacks has been 
lessened. The arguably biggest adjust- 
ment has been made to his Limit Break, 
which will now power down and require 
a recharge if it hasn’t been triggered 
after 15 seconds. Cloud will also lose 
some of the charge if he’s hit while 
powering up his Limit Break. 

It’s not all doom and gloom for Cloud 
users, though, as there are a couple of 
nifty buffs and augmentations to look 
forward to. If the nerfs to Limit Break 
seem overbearing, take solace in 
knowing that the move now charges 
more quickly than before. All of Cloud’s 
aerial moves have diminished lag, as 
well. Some of his moves have different 
animations, but the most notable will 
be Cross Slash, which has been re- 
designed to more closely resemble the 
style of Dissidia Final Fantasy. 

Whether these changes cause Cloud 
to drop from the top tier will depend on 
how users adapt! — ROBERT 


WE’RE NEARING THE end of this 
onslaught of character profiles now, 
and for the dozens of entries that 
preceded this one, we featured each 
fighter’s primary artwork as it appears 
in Ultimate. For Corrin, though? Let’s go 
the other direction. Female Corrin it is! 
| know, | know. The male Corrin is the 
one that you'll see staring you down 
from the character select screen first 
and foremost. | recognize that, but even 
that knowledge — combined with the 
fact that | personally played through all 
three storylines of Fire Emblem Fates as 
male Corrin — doesn’t deter my 
decision. No, female Corrin is clearly 
superior. So she’s here, and on the wall 
poster included alongside this issue, 
scoring a win for the many "alt 
costume" characters who are playable 
in Smash, but still secondary in the fact 
that they’re a bit hidden in the menu. 
Whichever form you prefer, Corrin 
will be functionally a Newcomer to 
many, as this long-lost child of the royal 
family of Hoshido was the second-to- 
last DLC addition to Smash 4, so even 
dedicated fans might have missed this 
dragon in disguise. Yes, Corrin looks 
human, but transforms into a dragon in 
battle — piece by piece at first, with a 
talon here and a wing there, but fully 
formed for Final Smash attacks. If | had 
a lost little sibling who could do all that, 
| think | might try to delay the family 
reunion as long as possible! — LUCAS 


BAYONETTA 


LEAVE IT TO Bayonetta to be fashion- 
ably late — she was the last fighter 
revealed for Super Smash Bros. for Wii 
U/Nintendo 3DS, and there isn’t a whole 
lot that’s been said about her officially 
from Nintendo, either. Still, if you bring 
us some of those Angelic Hymns Gold 
LPs, maybe we can tell you what we 
know... or you can just keep reading. 

As before,  Bayonetta's eight 
costumes are divided between her long- 
haired appearance in her first epony- 
mous title and the short-haired version 
in the sequel. Most changes are of a 
technical sort, though there is some 
fresh flair added to some moves, such 
as her throws sporting some form of 
Umbran magic and the screen turning 
dark when Witch Time is activated. 

She doesn't come into Ultimate 
alone, as everyone's favorite under- 
world barkeep, Rodin, can show up as 
an Assist Trophy. While you wouldn't 
know it by looking at him, he can 
perform his own Wicked Weave attack 
that, like Bayonetta's, summons a giant 
fist to wallop opponents. He may also 
toss a random "powerful" item to 
whoever summoned him before he 
leaves the battlefield. 

Previously, Bayonetta was so good 
that she was banned in tournaments. 
Updates saw the restriction lifted, but 
word has it she remains a force to be 
reckoned with as a top-tier character. 
Talk about a hairy situation! — DAVID 


Ag 


INKLING 


THE LAUNCH OF Splatoon on Wii U 
three years ago quickly cemented 
Inkling Girl and Inkling Boy as the faces 
of Nintendo’s current era — thus, the 
introduction of the cephalopodic 
Animorphs into the Smash lineup was 
inevitable. They were even bestowed 
the honor of premiering the latest 
series installment at the end of the 
March 8 Nintendo Direct! At first, it 
seemed like some new Splatoon trailer. 
But, suddenly, the lights dimmed and 
the music faded. Inkling Girl turned 
aghast before a burning Smash logo, 
looming ominously over the silhouettes 
of returning veterans. "Woomy" indeed! 

As the new squids on the block, the 
Inklings "ink"-corporate their Turf War 
tactics along with a choice selection of 
weapons for the new battleground. 
They can fire ink volleys with the 
Splattershot; flatten opponents with 
the Splat Roller; chuck Splat Bombs 
over various distances; whip out the 
Slosher, Inkbrush and Blaster for Smash 
attacks; and annihilate eardrums with 
the Killer Wail Final Smash. All that 
launched ink adheres to opponents, 
causing them to incur more damage 
than usual. On the flip side, Inklings 
must remember to refill their ink 
supply, as running out will severely 
impact their attack strength. Measured 
ammo conservation is what will 
separate the mindful mollusks from the 
careless calamari! — TONY 
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“RIDLEY 


SICK OF CHOOSING between 
handsome heroes, poised princesses 
and cuddly mascots in Smash? Are even 
resident bad boys Bowser and Dedede 
still a little too friendly and bumbling 
for your liking? We've all got that spark 
of carnage within us — that drive to 
raise Cain with an irredeemable 
monster from time to time (in a video 
game, of course). Well buddy, you’ve 
come to the right place; Ridley is pure, 
primal evil, and between his fireballs, 
tail skewers and violent tackles, no 
punches will be pulled on December 7! 
Metroid fans were especially happy 
to see the big purple space dragon 
make his official Smash debut at this 
year’s ЕЗ, because he was long overdue. 
Ridley dates all the way back to 1986 
and has appeared in a whopping eight 
titles in the series (more than any char- 
acter besides Samus herself). While he’s 
rarely the final boss of the games, 
Ridley is Samus’ oldest and most recur- 
ring nemesis, a winged nightmare that 
killed her parents when she was a child. 
The pterosaur has long been a 
requested Smash fighter, even prompt- 
ing Mr. Sakurai to address concerns 
about his absence directly. But some 
things are worth the wait, and as we all 
know, Ridley’s wave of popularity meant 
he couldn’t be denied entry for long — 
they figured a way around the size 
problems and squeezed him in as one of 
Ultimate’s Newcomers! — MATTHEW T. 


FIRST TO FLY into the fracas was Pit. 
Then Mega Man beamed down. Now 
Simon Belmont takes up the whip. 
We've got ourselves a full Captain М: 
The Game Master crew at last (non- 
game characters like Kevin Keene and 
Duke aside)! In all seriousness, Simon 
has long been my most-requested 
Smash fighter after the Blue Bomber. 
Sakurai could have followed up his 
reveal with the declaration that all new 
additions to Ultimate had been 
announced and no further sequels 
would be made, and | still would have 
been as pleased as Link in a surplus 
pottery storeroom! 

Castlevania’s OG hunter sports a 
flowing mane, a penchant for form- 
fitting leather and a bevy of demon- 
slaying implements: the arcing Axe, 
caustic Holy Water and boomerang-like 
Cross. And let’s not forget his signature 
weapon, the deadly Vampire Killer 
whip, which can be spun around lazily 
as in Super Castlevania IV or used for 
tether recovery. (Rounding out his rep- 
ertoire are a few abilities nicked from 
his great-great-grandson, Richter.) 

Most exciting about Simon’s inclusion 
is the abundance of references to the 
wider Castlevania series that accom- 
pany him. Not only do we get an exclu- 
sive stage featuring a rotating lineup of 
boss monsters — including ol’ Drac 
himself — we'll also be treated to 34 
music tracks from the series! — TONY 


RICHTER 


OF ALL THE vampire hunters in 
history, none were as powerful as the 
Belmont clan — and Richter is said to be 
the strongest Belmont of all. The hero 
of Castlevania: Rondo of Blood finally 
returns to defeat Lord Dracula again, 
this time in the world of Smash! 

While he's not as famous in the West, 
rest assured that Richter's reputation is 
well deserved. When he first heard that 
Dracula was kidnapping maidens left 
and right, he put on a stylish headband, 
hopped onto his stagecoach, battled 
Death itself while jumping around on 
said stagecoach and then backflipped 
into a burning village just to save the 
day. He even had the guts to get into a 
philosophical debate with the king of 
evil himself, and flashes a cheerful 
peace sign when rescuing the vile vam- 
pire’s would-be victims. | mean, come 
on, this guy’s just plain rad! 

When Sakurai introduced Richter to 
Ultimate, he noted that Simon Belmont 
has adopted many of his descendant’s 
attacks into his moveset, making it diffi- 
cult to determine "who's echoing who." 
It’s true! Between Rondo of Blood and 
Symphony of the Night, Richter has 
showcased quite an arsenal of moves. 
The air slash, uppercut and slide jump 
are all his — even the Belmonts’ shared 
Final Smash, Grand Cross, started as 
one of Richter’s Item Crashes. 

Here’s hoping a lot of fans will give 
Richter a chance in Smash! — LINDSEY 


K. ROOL 


THE FANS MADE it happen! Though 
he’s been inactive in the core Donkey 
Kong Country series for nearly two 
decades, a constant stream of Smash 
requests finally forced Sakurai’s hand. 

King K. Rool weighs in as a heavy- 
weight — extremely so. This overly 
obese crocodile will use his bulky belly 
as a central part of his fighting style, 
deflecting incoming attacks with his 
golden gut. The rest of his moveset, 
meanwhile, has it roots in his various 
boss battles from across the Country 
series and its spin-offs. He’s donned all 
sorts of costumes and gadgets over the 
years, including a pirate and mad scien- 
tist getup. He’ll have his Blunderbuss 
and the helicopter backpack from both 
of those costumes, and he’s also been 
seen tossing his crown like he did in the 
original game. A boxing glove move and 
his Final Smash — the Blast-O-Matic 
destroying DK Isle — both hail from 
Donkey Kong 64. 

Bringing nostalgia to the modern era 
in a fighting setting is what Smash Bros. 
does best, so it’s good to see K. Rool is 
no different. He’s had a long journey to 
finally claiming this roster spot, having 
been a trophy and even a Mii Fighter 
costume in previous versions. We'll see 
how all of his antics come together 
when he makes his storied debut in 
Ultimate this December! — BRETT 


ISABELLE 


AND NOW, FINALLY, we've arrived at 
the end of the line! (For the moment, at 
least. We know Sakurai’s not done yet.) 
Isabelle, the happy-go-lucky, would- 
never-hurt-a-fly mayor’s assistant who 
first appeared in Animal Crossing: New 
Leaf is stepping out from Town Hall to 
take part in the latest Smash. It’s out of 
character for her to be violent in any 
way, which is why some fans were so 
shocked to see her confirmed for the 
cast this past September 13. But she’s 
just so popular — having basically 
become the face of the Animal Crossing 
franchise in the past five years — that it 
would have been more surprising if she 
didn’t join the battle. 

Those who did predict that Isabelle 
would make the cut mostly assumed 
she would be Villager’s Echo Fighter. 
Not so! While she does have a few 
moves in common with her town’s sole 
human resident, that old Sakurai ability 
to make something out of nothing has 
dug deeper into Animal Crossing games 
and pulled up enough other references 
to fuel a second unique moveset. She 
pulls the string on a party popper as a 
smash attack. She swipes at the sky 
with a broom and spills water from a 
bucket. She casts out into open air with 
a fishing rod and reels in whatever she 
catches — pulling enemy fighters in or 
pulling herself back to the edge of the 
stage! All the while staying incredibly, 
huggably cute. — LUCAS 


FEATURES 


WHEN NINTENDO FIRST revealed 
that they were officially working оп а 
new entry in the Super Smash Bros. 
series for the Nintendo Switch back in 
March, they did so with a certain 
degree of subtlety. Too subtle, 
perhaps, as many fans who gazed 
upon a pair of Inklings staring up at a 
large, burning Super Smash Bros. icon 
on their lawn wondered if this would 
actually be a truly new iteration, or if 
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They want me in 


SUPER SMASH BROS. 


ULTIMATE 


The craziest, most complicated crossover in video game history! 


PREVIEWS 


it would be another mulligan called on 
a Wii U release by the company — а 
"Super Smash Bros. Deluxe," perhaps, 
to go with the naming scheme used for 
both Mario Kart 8 and New Super 
Mario Bros. U's updated releases. 

At E3 2018, however, director 
Masahiro Sakurai made certain there 
was no mistaking it: This was a new 
game being built from the ground up 
for the latest generation of Nintendo 


hardware, and it could very well prove 
to be the ultimate iteration of Super 
Smash Bros. as we know it. Hence the 
name, Super Smash Bros. Ultimate. 
The amount of content going into 
the game certainly lives up to the title. 
Most striking of all is that this version 
will feature every fighter in the Super 
Smash Bros. series to date. Every. 
Last. One. From Solid Snake, who was 
thought to be as distant a memory as 
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when Konami was a beloved developer 
and publisher, to the technologically 
restricted Ice Climbers and beyond. 
Even the third-party and download- 
able characters? Sakurai said it best, 
"Everyone is here." 

And then some! In addition to every 
previously revealed character, we've 
seen announcements for a number of 
highly requested fan favorites: Simon 
Belmont from Castlevania, Ridley of 
Metroid, King K. Rool of the Donkey 
Kong Country series, Isabelle from 
Animal Crossing and, of course, the 
Inklings from Splatoon. On top of 
those, a number of other highly 
sought-after characters are now 
appearing as "Echo Fighters" who 
mimic other characters: Princess Daisy 
of Super Mario Land fame, Chrom 
from Fire Emblem: Awakening, Dark 
Samus from the Metroid Prime Trilogy 
and Richter Belmont, descendant of 
Simon. 

That brings the total to 74 charac- 
ters in all, and as of this writing, we're 
still a couple of months out from 
release, and there may yet be more to 
be announced (Waluigi?), or could 
arrive as downloadable content 
(Waluigi?). 

With that many fighters come some 
concerns, though — specifically when 
it comes to character balance. The 
matter seems to be loudest among 
members of the competitive Smash 
community, who generally manage to 
isolate every fighter's strengths and 
weaknesses, and assign them to tiers. 
This has led to some admittedly 
impressive play among their ranks, 
even if it’s led to the meme "No Items, 
Fox Only, Final Destination" — a pre- 
ferred match type among some 
players. 

In the time since this was estab- 
lished with Super Smash Bros. Melee 
on the GameCube, advances have 
been made, with characters such as 


Meta Knight and Bayonetta emerging 
as fierce challengers, arguably com- 
petitive to the point of being broken. 
In Bayonetta’s case, the later allow- 
ance for patches in Super Smash Bros. 
for Wii U allowed some of her more 
controversial elements to be toned 
down slightly — something we could 
see more of from the word go in Super 
Smash Bros. Ultimate, or in still 
further patches down the line. 

But speaking of the competitive 
Smash community, their long-held 
favorite entry in the series for tourna- 
ment play has been the aforemen- 
tioned Super Smash Bros. Melee. 
Nintendo and Sakurai have tried to 
court this crowd before and woo them 
over to newer entries. If the Nintendo 
Switch version is able to get them to 
put aside their purple lunchboxes and 
pick up a Joy-Con (just kidding — 
Nintendo’s seeing to it that even now, 
the GameCube controller is the way to 
properly play Smash), then it may very 
well just prove itself to be the Ultimate 
iteration. 

Or will it? Not everyone is as 
fiercely competitive as the players 
who can make you mistake footage of 
the game for a battle from Dragon Ball 
(arguably duplicating some of that 
show’s signature beats even better 
than some of its own games), and 
there may be other areas where, for 
some, the game still doesn’t answer 
their every dream and prayer. Even 
with all the characters in the series 
and then some, there are still bound 
to be others players will pine for. 
Waluigi has been a prime example of 
how enough may never truly be 
enough, while others may wonder 
where representation from ARMS is at, 
for example, or why The Amazon from 
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the recently re-released Pro Wrestling 
for the NES didn’t make the cut. (And 
don’t get me started on Mike Jones 
from StarTropics, who at the very least 
deserves a simple trophy.) 
Alternatively, there may be some 
elements from previous installments 
that leave a hole in some hearts. 
Those who prefer a single-player expe- 
rience were let down by the Nintendo 
3DS and Wii U entries’ lack of an 
Adventure Mode, a staple of Melee 
and Brawl. Or there might be a 
favorite stage that doesn’t return — 
sure, the Mushroom Kingdom stage 
from the Nintendo 64 original is there, 
but maybe Melee was your first, and 
you prefer that game’s version more? 
There are many questions left 
unanswered, but by the time our next 
issue arrives, all of them should be 
addressed. And even if it has one thing 
or another missing? It’s still likely to 
live up to its name as the ultimate iter- 
ation of Super Smash Bros.! — DAVID 


CONTROLLER OPTIONS 


The incredible staying power of Super Smash Bros. Melee continues to 
influence Nintendo's financial decisions to this day, as the GameCube 
Controller is getting yet another re-issue to accompany yet another 
Smash sequel! If you're finally ready to break your 17-year addiction to 
the Cube pad, though, Nintendo's also offering a Smash logo-adorned 
edition of the superb Nintendo Switch Pro Controller. Or, for a third 
option, why not go all in with the Super Smash Bros. Ultimate Switch 
hardware bundle? You'll get the Smash Joy-Cons and Dock seen here! 
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NEW SUPER MARIO BROS. U DELUXE 


The Wii U launch title returns — now raising confusing Toad species questions. 


NINTENDO’S GOING TO kick off 
2019 by turning the clock back to 
2012. New Super Mario Bros. U, origi- 
nally a launch title for the Wii U six 
years ago, is the latest game from that 
less-than-successful system making an 
encore appearance on the much more 
lucrative Nintendo Switch. 

New Super Mario Bros. U was the 
fourth game in the "New" sub-series, 
following previous installments on the 
DS, Wii and 3DS. At launch, NSMBU’s 
claim to fame was "Boost Mode," an 
inventive use of the then-new Wii U 
GamePad controller — up to four 
players could hop and bop along on 
the TV screen like normal, but then 
one extra player could use the touch- 
screen on the GamePad to cause extra 


blocks to appear in the current level. It 


was a feature that could be used to 
either help or hinder — GamePad 
wielders could keep the heroes 
from falling into holes by covering 
them up with safety blocks, or 

else they could troll the TV players 
by walling off the pathway forward. 

But we can probably bid farewell to 
all that! Since the Switch doesn’t have 
the same hardware setup of making a 
separate touchscreen available while 
TV play is occurring, I'm guessing 
Boost Mode is going to get the axe 
entirely. Which is a real blow, since it 
was honestly the most inventive part 
of the original package. 

What's left is the core New Super 
Mario gameplay, which is Nintendo 
gaming at its most vanilla. A good 
starter game for young players, but 
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nothing at all amazing. 
... Except, perhaps, one new mind- 
blowing thing. See that character just 
below? That's not Princess Peach. Oh 
no. It's "Peachette," who just so 
happens to be Toadette in an all-new, 
powered-up form. Apparently — and 
stay with me here — if Toadette comes 
into contact with a new "Super Crown" 
item, her entire body shapeshifts and 
transforms into this near-clone of the 
Princess we've known as a singular 
character since 1985. 


If you're reading this you probably 
already know, but the greater Mario 
fandom has been sent spiraling into a 
lore-questioning existential crisis over 
this new reveal. How is it that Toadette 
can transform into Peach in this way? 
What does that mean for the real 
Princess Peach? Is she just a common 
Toad person herself who adopted the 
shape of a human over 30 years ago 
and we never knew it until now? And 
what happens if other characters in 
the Mario universe try to put on the 

transformation-inducing Super 
Crown? (Fan artists have had a 
field day with that one — flip to 
Page 94 to see more.) 
I'm afraid | can offer no 
good answers, friends, but 
perhaps Nintendo will give 
us more information in 
the future. (Don’t count 
on it, though, as Mario 
lore is an incredibly low 
priority for them.) In the 
game, at least, we know how 
"Peachette" will function — she 
will let players slowly glide over 
gaps, trigger a second jump in 
mid-air at will and also 


automatically bounce back up into the 
screen if she does somehow manage 
to drift into an open pit. Basically, she 
makes the platforming aspect of the 
game incredibly easy to handle. 

If the platforming already comes 
easily to you and you'd like the enemy 
characters to be a non-factor instead, 
you can also choose to play as Nabbit, 
who's entirely immune to foes. He just 
takes no damage at all. Can run 
straight through Koopas and Goombas 
and Piranha Plants. It’s impressive! 

Nabbit’s returning from the spin-off 
New Super Luigi U, which was offered 
as both DLC for New Super Mario Bros. 
U and as a standalone retail release 
back in 2013. If you missed it, you're in 
luck, because all of its content has 
been corralled into this Deluxe release 
on Switch as well! In all, that makes 
over 160 levels of Mushroom Kingdom 
action to run and jump through. 

More on this one next time. Until 
then, please contemplate the nature 
of Peachette. — LUCAS 
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YOSHI’S CRAFTED 


KI R BY'S EXT RA WORLD ce ready to flip out. 


EPIC YARN 


Crochet ricochet! 


KIRBY’S HEADING BACK to 
Patch Land! On the way in 2019 is a 
new 3DS version of his 2010 Wii 
outing, Kirby’s Epic Yarn. The aes- 
hetic of this adventure remains 
one of the most unique the series 
has ever seen, as everything in 
Patch Land is made out of strings, 
cloth and terrifically textured 
textiles. 

Kirby doesn’t have his tradi- 
ional skillset in this adventure — 
here’s no inhaling enemies to steal 
heir powers — so instead he has a 
little yarn whip he uses to unravel 
his foes and collect their yarn to 
throw as a projectile. He can also 
shape himself into vehicles and 
animals for portions of some levels. 

Kirby’s "Extra" Epic Yarn has to 
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have something extra though, 
right? Well, what’s a new Kirby 
game without some new abilities? 
New for the 3DS port is an ability to 
craft larger yarn balls to pummel 
foes with, and another that lets 
Kirby produce a wind that can suck 
up beads in close proximity to him. 
Minigames starring other Dream 
Land friends and frenemies will be 
added as well: King Dedede will 
smash through levels with speed 
while collecting beads, and Meta 
Knight looks as though he'll fly 
through scores of enemies, mimick- 
ing shmup-like gameplay. Also new 
is Devilish Mode, which has Kirby 
racing through levels trying to beat 
a speedy devil to the finish line. 

Kirby’s Extra Epic Yarn will be 
compatible with the entire family 
of 3DS systems and is coming in 
2019. Hopefully sooner in the New 
Year than later! — BRETT 


TAKING ANOTHER PAGE from 
the same book, Yoshi’s Crafted 
World for the Switch also assem- 
bles its environments from real- 
world elements, with worlds that 
appear to be made from paper, 
cardboard, wire, glue and even 
cotton balls. It’s a natural next step 
for the dino hero following Yoshi's 
Woolly World, but Yoshi isn’t made 
of wool this time — he instead 
appears to be a fuzzy little action 
figure exploring a miniature crafted 
diorama. 

This adventure flips all previous 
concepts around though — literally 
— as Yoshi can now spin his envi- 
ronment in innovative ways. By 
tossing eggs at specific targets, 
parts of each level can flip upside- 
down or backwards — even creating 
new pathways in 3D space. In fact, 
it seems as if each level can be 
played both normally, walking to 
the end, and then in reverse, scroll- 
ing back to the beginning with the 
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camera positioned "behind" what 
was previously the background! 

As each level is now essentially 
two levels in one, finding all the 
collectibles in each will be a tough 
challenge. Nooks, crannies and 
hidden paths abound, perfect for 
hiding the staple Flowers and Red 
Coins found in almost every Yoshi 
adventure. (Looks like some Blue 
Coins will also add to the collection 
as well.) 

Yoshi won't be alone in this 
treasure hunt, thankfully, as adding 
asecond Joy-Con can add a second 
Yoshi to the mix as well, to tackle 
the craziness together and perhaps 
make some areas easier — or 
harder, if your friend isn’t quite 
cooperative! Both Yoshis can also 
suit up with a closet full of new 
outfits, including one costume that 
looks like a pumpkin and another 
that seems to be a teapot. (Yoshi is 
a little short and stout, isn’t he?) 
No word yet on if these suits are 
just for looks or if they have a real 
effect on gameplay. 

The Crafted World will be open 
to explore in the Spring! — BRETT 
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КАТАМАВІ DAMACY 
R E RO LL The encore of All Cosmos. 


THIS MIGHT SOUND sacrilegious 
coming from a Nintendo-focused 
publication, but the PlayStation 2 is 
one of the greatest consoles of all 
time. So many astounding titles 
flooded Sony's black monolith that 
you could ask 50 people what its 
best game was, and each could 
deliver a different answer. For me, 
that game was Katamari Damacy. 
When | first played this in 
college, | experienced an epiphany: 
Video games can truly be more 
than they are. Such an awakening, 
sparked by a game about a teeny 
tiny space Prince rolling up junk to 
replace the stars that his Dad, the 
King of All Cosmos, accidentally 
shattered after a night of wild 
partying! But what sounds like a 
fever dream is actually an experi- 
ment in scale manipulation апа а 
commentary on consumer culture, 
wrapped up in a whimsical jaunt 
punctuated by one of the most 
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infectious soundtracks ever con- 
ceived. 

And it’s just so fun to play! In 
the original PS2 release, you rolled 
your katamari (a giant, sticky ball 
that picks up any object it touches) 
using two analog sticks, as though 
operating an RC car. After cruising 
for a while, you enter a state of 
zen, in which all colors and sounds 
pass through you and trigger a 
range of sensations. 

In Katamari Damacy REROLL, 
the HD Switch remaster, you'll have 
the option of wielding a Joy-Con in 
each hand to enjoy gyro tilting. Will 
this be a more engrossing method 
of control? Who’s to say at the 
moment, but I’ve personally always 
wanted to give motion-enabled 
katamari rolling a try! 

REROLL lumps into retailers this 
December 7, which happens to 
coincide with the release of Super 
Smash Bros. Ultimate. It may be 
tough pulling yourself away from 
all that smashing, but do try to 
make time for the Prince. | promise 
you won't regret it! — TONY 
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You have a letter! 


ANIMAL CROSSING 


FOR NINTENDO SWITCH 


At long last, the new main series sequel’s confirmed! 


WE'VE WATCHED. WE'VE 
waited. We've tried our very best to 
be patient, but it seemed like each 
and every time Nintendo had a new 
opportunity to announce the next 
mainline sequel for the Animal 
Crossing series, they'd simply stay 
silent instead. But now, at long last, 
it has finally happened! 

Officially, legitimately, Animal 
Crossing for Nintendo Switch is an 
actual game that actually exists 
and is actually on the release 
schedule for 2019. When in 2019? 
We don't know yet. 

In fact, there’s a whole lot we 
don’t know about this one yet. 
Beyond the fact that the game 
exists, it’s for the Switch and it’s 
coming sometime in the next 
calendar year, Nintendo has 
revealed no further details. But, 
luckily, we’ve not been left without 
a few key clues. 

Isabelle's reveal trailer for Super 
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So it's back to work for me! 


Smash Bros. Ultimate opened with 
everyone's favorite administrative 
assistant hanging around a never- 
before-seen HD version of the 
mayor's office from New Leaf, and 
it seems like that setting could 
have been borrowed straight from 
the new sequel in progress — it 
looks exactly like a Switch Animal 
Crossing sequel should, as simply a 
clearer, higher-resolution version 
of the look the series had in its 
previous installment. Everybody 
knows and loves the established 
Animal Crossing visual style, so | 
can't imagine we'd get some drastic 
overhaul — even if this Smash 
trailer tease doesn't end up totally 
matching the final product. 
Beyond that, only a cutscene 
starring Tom Nook sitting at his 
desk gave any further glimpse at 
the game, and it’s again hard to 
extrapolate too much from that 
scene either. It seems we'll be in 
speculation mode with this one for 
a while . . . so back to waiting, this 
time for the full reveal! — LUCAS 


TOWN 


This town is our town. It is so glamorous! 


BEFORE THE RELEASE of Game 
Freak’s seminal Pokemon titles, some 
shortsighted commenters and journal- 
ists of the ’90s referred to the in- 
development title as basically a 
Tamagotchi role-playing game. As 
such, the news that Game Freak is now 
making basically a Majora’s Mask role- 
playing game is absolutely thrilling! 

The game, given the admittedly 
rather unassuming working title of 
"Town," is an RPG that’s set entirely 
within the boundaries of a single com- 
munity. The focus is on building rela- 
tionships with the various towns- 
people, making friends and helping 
them with problems. Also, there are 
monsters. What’s not to love? 

While the idea of a geographically 
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Attack the enemy 
with a Heavy Punch. 


restricted game world might sound 
disappointing, titles like Majora’s Mask 
and Stardew Valley show that focusing 
narrowly on a small group of charac- 
ters can make for some genuinely 
engaging, emotionally affecting story- 
telling. This is pretty much the 
opposite of big, sprawling sandbox 
games like Breath of the Wild. 
Sometimes, it’s better to dive deep 
into a small world – and really focus 
on making a living, breathing commu- 
nity — than to spread the action and 
interactions out over a wider but ulti- 
mately more shallow map. 

The key to this will be the NPCs. In 
Town, you're able to call on villagers 
to help fight monsters — essentially 
making them the equivalent of JRPG 
party members or, well, Pokemon! We 
don’t yet know exactly how this will 
work, but it does seem to build on the 


today! 


ideas of friendship and camaraderie 
that are so essential to Pokémon's 
continued popularity. 

Party members are a key part of 
any role-playing game, and in many 
titles, it’s often just as much (if not 
more) fun to spend time with your 
allies than to do battle with enemies. 
Many role-playing games will reward 
players for interacting with various 
companion characters, providing new 
battle skills as they learn more about 
their friends, helping them with side 
missions. 

Based on what we've seen of Town 
thus far, this mechanic seems to be a 
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1 heard that a soldier from the 
castle is supposed to come down here 


PREVIEWS 


primary part of the gameplay experi- 
ence, and that’s exciting. The game 
promises dozens of new friends — and 
there’s also apparently some big 
secret at the heart of the town’s 
history that the player needs to 
uncover, making these social interac- 
tions a crucial part of revealing the 
game’s main story. 

It’s rare to see a game try to make 
neighborliness the central gameplay 
experience, rather than a side activity, 
and that’s what makes this look so 
intriguing. (Maybe it’s more like 
Animal Crossing than Pokémon?) We'll 
have more in 2019! — MATTHEW L. 
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DIABLO III: 


ETERNAL COLLECTION 
Blizzard sets the Switch ablaze. 


AFTER 22 YEARS, the legendary 
Diablo series is making its first 
appearance on Nintendo hardware! 
The long-delayed debut comes via a 
new Switch version of 2012’s Diablo III 
— and it could very well be the most 
perfectly tailored port in the console’s 
ever-expanding library of legacy hits. 

The Switch’s design lends itself very 
well to two different game styles: both 
friendly, social multiplayer (facilitated 
by its multiple controllers), and 
intense, deep, rich single-player expe- 
riences (thanks to its personal, 
portable handheld screen). Most 
games for the platform cater to one or 
the other of these gameplay designs. 

Diablo Ill: Eternal Collection, on the 
other hand, is one of the first Switch 
titles to simultaneously address the 
needs of both the solo enthusiast and 
the social game crowd. The Diablo 
series is filled with deep lore and 
worldbuilding that can be explored 
endlessly by a lone player on a solo 
quest, but the game is also built 
around multiplayer cooperation — 
both in the traditional sense, and from 
a wider online resource-sharing per- 
spective. 

To put things simply, Diablo III can 
be enjoyed no matter how much you 
may (or may not) enjoy playing nicely 
with others. This is a game with the 
depth and complexity of Skyrim, but 
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with all the agonizing-yet-rewarding 
teamwork of Snipperclips, should you 
wish to play alongside your friends. 

Zelda fans will feel right at home 
here — you play an armored hero 
who's facing off against countless 
monsters in an effort to upgrade your 
gear on the road to a climactic battle 
with an unspeakable evil. As in Breath 
of the Wild, gear customization is 
crucial to the experience, but Diablo’s 
special wrinkle is that your character 
exists in an online community, as part 
of a MMO-like shared experience. 
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Thus, your particular gear arrange- 
ment, coupled with your chosen char- 
acter class and skills, make you unique 
among a sea of similar adventurers. 
The links to Breath of the Wild are 
not exactly a secret. As with Skyrim, 
players will be able to essentially 
cosplay as a classic Zelda character 
should they wish (this time it’s 
Ganondorf, as seen below), but this 
will likely only serve as a gateway 
tease, until diehard Nintendo fans 
finally discover the joys of the 
pre-built Diablo world and its canon. 
Blizzard's employees are saying all 
the right things about this game, 
promising that no matter your pre- 
ferred playstyle, you'll be looked after. 
Split-screen couch co-op, multi-Switch 
Bluetooth pairing and online play will 
all be possible. It’s clear that a lot of 
love, care and attention is going into 
making this the best possible version 
of the game, and the perfect jumping- 


on point for players who might never 
have experienced a Diablo game 
before. 

As for whether or not you'll enjoy 
it, mileage will vary. Diablo is very 
much a Blizzard game, for better or 
worse. Much of its appeal is built 
around sifting through loot drops left 
by defeated enemies, meaning that 
this is a game that exploits the carnal, 
addictive nature of mystery prizes and 
pseudo-gambling mechanics. This 
really isn’t for everyone, and if you’re 
not a fan of endlessly grinding for 
better armor, you probably won't fall 
in love with Diablo right away. 

If you've run out of steam with 
Skyrim and Breath of the Wild, and 
you're looking for yet another lore- 
rich fantasy game to sink your teeth 
into, you could do far worse than 
Diablo III. It’s heading to stores right 
after this issue ships out, so expect 
our review next time! — MATTHEW 1. 


DAEMON X MACHINA 


The explosively gorgeous clash of the titans draws closer. 


ONE OF THE biggest surprises to 
come out of Nintendo’s E3 2018 
showing was Daemon X Machina, a 
stylish mech action game that turned 
heads thanks to its striking cel-shaded 
art style and rocking soundtrack. 
Helmed by Armored Core veteran 
Kenichiro Tsukuda, Daemon X Machina 
looks like a direct descendant of From 
Software's mech series, promising the 
same kind of intense firefights and 
screen-filling action. It also has a 
sterling pedigree, with character 
designs by Yusuke Kozaki (who has 
previously worked on Fire Emblem: 
Awakening and Fire Emblem Fates) 
and mech designs by Tsukuda’s 
longtime collaborator, Shoji Kawamori 


(Armored Core, Macross). 

Set in a dystopian world ravaged by 
a falling moon, Daemon X Machina 
casts players in the role of an Outer, a 
special kind of mercenary capable of 
piloting mech suits known as Arsenals. 
In order to minimize the damage 
caused by the moon, humanity rein- 
forced portions of the planet with 
walls called Ovals, which are con- 
trolled by a sophisticated network of 
Artificial Intelligence. In the wake of 
the crash, however, the moon’s 
remnants have been emitting energy 
particles called Femto. These have 
become a valuable source of power for 
humanity, but they’ve also had an 
adverse effect on the A.I., corrupting it 


and turning it against mankind. 

Now known as Arms of Immortal, 
the rogue А.І. is the primary menace 
threatening the world in Daemon X 
Machina, and it falls to you and a band 
of other mercenaries to stop it. As an 
Outer, you'll spend much of your time 
between battles at the base, where 
you're able to customize your avatar 
as well as your Arsenal. The latter can 
be outfitted with an array of different 
projectile and melee weapons, from 
bazookas to samurai swords, allowing 
you to tailor your mech to your own 
playstyle. Likewise, your Outer can be 
strengthened with various enhance- 
ments, which in turn will augment 
your Arsenal’s capabilities. 


PREVIEWS 
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The base is also where you'll take 
on missions. These will send you to 
different corners of the planet to 
destroy enemy Arsenals and towering 
robot bosses. Your mech is capable of 
traveling both through the air and on 
land, allowing you to approach battles 
in a range of different ways. On top of 
the weapons you've equipped, you'll 
also be able to utilize your surround- 
ings to your advantage; destroy a 
building, for instance, and the falling 
debris can take out enemy tanks, 
while cars and other objects that litter 
the battlefield can be picked up and 
used as weapons. Moreover, any 
enemy Arsenals you’ve defeated can 
be looted for their armaments, which 
can be equipped on the fly or taken 
back to the base and added to your 
armory for use in future missions. 
You'll also be able to exit your Arsenal 
at any point and explore the battle- 
field on foot. 

While you'll tackle most of the 
game’s missions solo, as we recently 
learned, you'll also have the option to 
team up with other players. Nintendo's 
revealed that Daemon X Machina will 
feature online and local co-op modes. 
The company hasn't shared many 
other details about these yet, but each 
allows up to four players to band 
together to challenge huge bosses. 
Like most other online-enabled Switch 
games, however, you'll need to have a 
Nintendo Switch Online subscription in 
order to team up over the Internet. 

Between its distinct visual style and 
fast-paced gameplay, Daemon X 
Machina has the potential to be one of 
Switch's biggest sleeper hits. Nintendo 
still hasn't pinned down a release date 
for the game just yet, but it is slated to 
arrive sometime in 2019. — KEVIN K. 
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Ten-hut! 


Welcome to the Vermilion City Gym! 


تسو 


POKÉMON: LET'S GO, PIKACHU! & 


LET'S GO, EEVEE! 


WE WOULD'VE HAD Pokémon: Let's 
Go, Pikachu! & Let's Go, Eevee! as our 
cover story for Issue #35, but a certain 
aubergine antagonist decided that he 
was the one who deserved the spot- 
light. Since then, a ton of new and 
exciting information on the Switch's 
first paired Pokémon titles has come 
out, and not just the surprise reveal of 
Meltan (check out Page 12 for more 
details on that). Since Let's Go's big 
reveal at E3 this past summer, there 
have been lots of special promotional 
events all over the world, including the 
Pokémon Let's Go Road Trip, which 
started in sunny Southern California at 
the end of September and will make 
its final stop at Nintendo New York for 
the November 16 release day. 


NINTENDO 8. 

THE POKÉMON COMPANY 
GAME FREAK 

NOVEMBER 16, 2018 E 


SWITCH 


Run away 
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First, Nintendo announced a new 
Switch bundle, which includes a 
console decorated with Pikachu and 
Eevee images, Pikachu yellow/brown 
and Eevee tan/white Joy-Cons, anda 
Роке Ball Plus, along with a copy of 
either of the paired games, for $399. 
(This is in addition to the base game 
and the Poke Ball Plus bundles that 
were previously announced.) Also, you 
can get exclusive plush keychains of 
Pikachu or Eevee if you’ve preordered 
their respective version of the game 
directly from PokemonCenter.com. 

We've also seen more of the 
colorful and vibrant world of Kanto, 
based on the original Pokemon Yellow 
on the Game Boy. Everything’s gotten 
a 3D visual upgrade in the style of the 
Generation VII games, but you'll still 
be traveling to the same gyms and 
landmarks that were in the original. 
This means you'll not only be running 


into Officer Jenny and Nurse Joy from 
the original Pokemon anime, but 
Jessie, James and Meowth of Team 
Rocket will also be getting in your way! 
(Make sure you send them blasting off 
again.) 

There have been a few changes to 
the map — most notably the Safari 
Zone has been changed into the GO 
Park, where you'll be able to import 
Kanto Pokémon (including their Alola 
variants!) caught using any Pokemon 
GO account. Collect enough of one 
type, and you'll be able to play 
"herding" minigames to win Candies to 
boost your battle stats. 

Another curious change is to the 
Cycling Road, which many fans have 
pointed out suddenly turns the S.S. 
Anne into a lake cruiser instead of an 
ocean liner. (Check out the map over 
there to see what | mean.) 

While much has been made of Let’s 
Go’s removal of wild Pokemon battles, 
you'll still have to prove your worth 
before you can capture Kanto’s three 
legendary birds — Articuno, Zapdos 
and Moltres — by defeating them in 


battle with your Pokemon party, and 
it’s likely that your inevitable 
showdown with Mewtwo will happen 
the same way. While it’s not certain 
yet where its role in the story lies, you 
may have an advantage over them 
that the original Pokemon Yellow did 
not: Mega Evolution has been con- 
firmed, with the Mega-Evolved forms 
of Charizard, Blastoise, Venusaur and 
more waiting to be awakened. Another 
Generation VI innovation, the Fairy 
type, will also be coming into play for 
the first time in Kanto as well. 

As previously reported, you'll also 
be able to play with a friend con- 
trolling a second Joy-Con, but with 
them sharing your party during battle 
rather than having a party of their 
own. They'll also lend a hand with cap- 
turing wild Pokémon, increasing your 
chances at bonuses granted with a 
successful capture. However, you do 
have the opportunity to engage in 
linked battles and trades either locally 
or through the Internet with your 
friends, which will require a Nintendo 
Online account. 


Much like the Generation VII 
games, you'll also no longer be depen- 
dent on using HM skills to travel 
across the map — but you won't have 
Ride Pokémon to call upon. Instead, 
your Partner Pokemon can learn 
special moves that will cut down 
bushes, cross bodies of water and use 


a balloon bouquet to fly to other 
areas, and you'll also be able to ride 
on the backs of larger Pokemon you 
choose to follow you, such as Arcanine 
or Onix. (In fact, any Pokemon can tag 
along with you and your partner!) 

Finally, a few new surprises related 
to your partners. While they’ve 


decided evolution isn’t for them, the 
Let’s Go partners have a few exclusive 
skills to make up for it. Your partner 
Pikachu gets a Water-type attack, 
Splishy Splash, that features Pikachu 
hanging ten, much like the Surfing 
Pikachu that was hidden in Pokemon 
Stadium. Your partner Eevee, mean- 


while, has a trio of elemental skills 
matching the first three Eeveelutions: 
the healing Bouncy Bubble, paralyzing 
Buzzy Buzz and burning Sizzly Slide. 
These new attacks make both of the 
partners more battle-ready! Just one 
question remains, then: Are you Team 
Pikachu, or Team Eevee? — REBECCA 
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YO-KAI WATC 


Cult classic SNES RPG EarthBound 
similarly presented a goofy Japanese 
development team’s playful ideas of 
what American life is like, and that 
game has gone on to be regarded by 


The "Merican" Yo-kai, they’re 
called, and every piece of Americana 


Coming to America! 


Nintendo fans as one of the greatest 
of all time. Could the silliness of a 


ALL I HAD to do was doubt. 

In our last issue, as | previewed the 
then just-announced Yo-kai Watch 
Blasters, | lamented the terribly slow 
pace with which Level-5’s localization 
team seems to work. | pointed out that 
the series’ most recent mainline 
sequel, Yo-kai Watch 3, has been on 
sale in Japan since July 2016, and that 
over two years had come and gone 
with no word on an official English- 
language release. | expressed my 
dismay, my fear that it might never 
come to the West, then finally ended 
by wishfully declaring that maybe it 
would drop in 2019. 

That maybe is now a yes. Yo-kai 
Watch 3, finally, has officially been 
confirmed to be coming to America. 

That's fitting, too, since that's liter- 
ally what the вате” story is about! 
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you can imagine gets referenced and 
skewered for laughs. Americans eat 
way too much and get too fat? There’s 
a Yo-kai who's a literal artery-clogging 
cheeseburger. America’s national 
pastime is baseball? There's a living 
baseball Yo-kai who cries and causes 
kids to be scared of catching fly balls. 


Japanese game set in a fictional U.S.A. 
finally being released in the real 
United States make a major impact? It 
will have little competition since it’s 
arriving on the 3DS nearly eight full 
years after that portable’s debut, so 
I'd say it’s got a good fighting chance! 
You know I'm ready for it. — LUCAS 


As Yo-kai Watch 3 gets going, we 
find that the protagonist of the first 
two core series games, Nate Adams, is 
moving to the United States all the 
way from Japan. His Dad’s job has 
been transferred, so Nate and his folks 
pack their bags and fly halfway around 
the planet to the bustling metropolis 
of St. Peanutsburg, America. (No 
official state is named, but the town’s 
name is a riff on St. Petersburg in 
Florida and there’s a big river with a 
steamboat nearby that suggests 
Louisiana, so maybe somewhere gen- 
erally in the southeastern reaches of 
the Lower 48.) 

But | digress! The Yo-kai are what 
matter, and when Nate starts to settle 
into his new home, he quickly discov- 
ers that the States are just as full of 
invisible spirits making trouble for 
average citizens as Japan was. The all- 
new setting means a whole host of 
brand-new Yo-kai, too, and Level-5 
clearly had fun coming up with them. 


LUIG?S MANSIO 


In which our hero checks into a hair-raising hotel of horrors! 


DID YOU MAKE the connection? 
When Simon and Richter Belmont 
were revealed to be joining the Smash 
cast at the beginning of the August 8 
Nintendo Direct presentation, their 
reveal trailer opened, at first, with 
Luigi. He was stalking through halls 
full of ghouls (as he’s been known to 
do), and when he came upon a pair of 


shambling mummies he shrieked, took 
aim and fired a plunger right into the 
first one’s bandage-wrapped face. 
... Wait. Can Luigi do that? 
Immediately thereafter the camera 
in the scene gave us a brief glimpse of 
our horrified hero’s back, and there 
was his Poltergust vacuum — just, not 
the same Poltergust vacuum we'd seen 
him use before. Surely Nintendo would 
not have invented an all-new design 
for his signature ghostbusting gear 
and decided to equip it with a 
brand-new plunger-shooting 
ability entirely for a few 
seconds’ worth of 
footage in a Smash 
trailer, right? 


Right. As some fans rightly pre- 
dicted right away, those were indeed 
teases for the announcement that has 
now officially occurred: A third Luigi’s 
Mansion is now in development, and 
it’s bound for the Nintendo Switch 
sometime in 2019. 

The first Luigi’s Mansion — which 
has just been remade for release on 
the 305 and is reviewed later on in 
this issue — invented this spin-off 
series starring the lesser-known Mario 
brother in the lead role. Playing off his 
characterization as kind of a scaredy- 
cat, it thrust him into the scariest situ- 
ation an ESRB E Rating allows: explor- 
ing a haunted house full of cartoonish 
ghosts and sucking them up into a 
vacuum Cleaner. 

Its sequel — called Luigi’s Mansion: 
Dark Moon in America but just Luigi’s 
Mansion 2 elsewhere in the world — hit 
the 3DS in 2013 and expanded the 
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scope of the original by sending Luigi 
into not one, but five different 
haunted homes scattered throughout 
the ghostly Evershade Valley. It was an 
incredible game, so fans have pretty 
much been expecting a sequel for half 
a decade now. 

Now, it’s finally on its way. We don’t 
know a lot about Luigi’s Mansion 3 yet, 
since Nintendo's given us only a few 
seconds’ worth of a glimpse at it so 
far. But from that brief look we can 
surmise that the scenario is shifting 
back to a singular setting. Luigi seems 
to be exploring one enormously tall 
tower of terrors this time — and spe- 
cifically a hotel. Mario apparently 
arrived at this establishment ahead of 
his twin brother and checked іп... 
BUT HE DIDN’T CHECK OUT! Mwuaha- 
hahahaha! 

(Ahem. Excuse me.) 

Mario might not be the only friend 
of Mr. Green who's lost, either, as 
Toad, Princess Peach and more could 
also be ghost-napped somewhere in 
the iniquitous inn. But Luigi's got more 
tricks up his sleeve than ever before to 
track them down, including, yes, a new 
plunger-shooting attack that attaches 
right to ghouls' incorporeal faces. No 
wonder he tried that when he met that 
mummy in Castlevania! — LUCAS 
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ЧЇ 
MP ١ 


WIN? 
Too 
BAD 


РО 


SUPER 
SMASH BROS. 
NINTENDO 64, 

1999 


Try not to take Ultimate for granted, everyone. We're beyond spoiled at this 
point — dozens upon dozens of different fighters to choose from, a significant 
number of representatives from third-party publishers in the mix, a future 
just ahead of us that will likely add even more characters via DLC, all of 
whom will appear gloriously animated and rendered in beautiful high defini- 
tion. Try, as hard as it is, to appreciate how good we Smash fans have got it 
now, and remember where it all got started 20 years ago! That’s not a knock 
on the original Super Smash Bros., either. When the screen seen here first 
appeared on my 4:3 CRT tube TV back in 1999, | was overjoyed — as so 
many other Nintendo fans were at the time, too. The incredible novelty of 
seeing so many beloved characters come together in the same game was, and 


still is, mind-blowing to me! What a ride it’s been! — LUCAS 


CHARACTER PROFILE 


You thought we were done listing Super Smash Bros. characters? No! 
There is one more returning veteran who is absolutely essential to the 


enjoyment of a fresh Smash sequel. The humble Sandbag! Here to FIRST APPEARANCE 
suffer your assaults again and again without complaint. A true legend! SUPER SMASH BROS. 
MELEE (2001) 
Sandbag first arrived in Melee, happy He put in the work like a professional, But he found a true fandom all his As we approach the release of the 
as a sack of sand сап be to have been then got some new jobs in Brawl, like own, recognized for the stalwart all-new Super Smash Bros. Ultimate 
invited to such a high-profile event. serving as a training partner! sandman he is. An absolute hero. on Nintendo Switch, it’s a given that 
Sandbag will be back once again to 


E continue taking a licking from the 
entire cast of playable fighters. 


Please wait a moment... 


- Perhaps he'll get to appear outside 
the Home Run Contest once more? 
Sadly, he quickly discovered that he’d His main role, though, was just "Is this all life holds for me?" Ultimate’s got a fancy new Training 


been invited purely for the purpose continuing to be bashed and blasted Sandbag thought, sailing through the Mode, after all, so hopefully our 
of getting brutalized. Repeatedly. in the Home Run Contest. Again. air for the 13th year in a row. favorite punching bag will be there! 
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In the Home Run Contest, fighters get a few seconds Sandbag appeared as an item in battles in Brawl, Competition is deadly serious in the Home Run Contest even after 
to rack up as much damage on Sandbag as possible and bashing him knocked other items out — like all these years. The world records are insane! It was even played 
before sending him flying with a bat. Go for distance! collectible stickers and soundtrack-unlocking CDs. as part of the Nintendo World Championships event in 2017! 


BY LUCAS M. THOMAS 


UNPOPPABLE 
STITCHING 


ALL-SEEING 
EYES 


“DO NOT TOUCH” 


A few months ago, at this year’s E3, Sandbag was in 


attendance! Nintendo contracted some amazing 
artisans to craft real-world versions of iconic items 
from the Smash series — everything from Shulk’s 
Monado to Captain Falcon’s helmet was on display, 
ready for showgoers to snap selfies while flashing an 
appreciative thumbs-up. But oh, how Nintendo was 
tempting fate with Sandbag there! Miniscule signs 
posted on his pedestal pleaded for attendees to "do not 
touch," but let’s be real — lots of people must have tried 
to throw a punch or two into the bag. In fact, we have 
photographic evidence of one rulebreaker right here! 


у: 


it loves to see players 
wind up and let loose. 
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- SUPER SMASH BROS. MELEE 


SANDBAG RENDER BY CONNOR RENTZ - DEVIANTART.COM/CONNORRENTZ 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


THE NOVEMBER 1993 issue of Nintendo Power, 
#54, kicked off in a big way with a cover story about 
one of the most beloved role-playing games to ever 
grace the Super Nintendo Entertainment System, 
Secret of Mana. Bat-Mania struck as Aero the 
Acro-Bat shared poster time with Batman: The 
Animated Series for the Game Boy — the one game 
based on the cartoon to be released under that title 
before it was switched to "The Adventures of 
Batman & Robin." 

Elsewhere in the issue, the comics took us to 
galaxies far, far away as Nester learned a thing or 
two about being a Jedi from Luke Skywalker’s Super 
Empire Strikes Back experiences, while the Star Fox 
team took part in a celebration of their defeat of 
Andross on their home planet of Papetoon. 
Unfortunately, the celebration was short-lived, as 
Andross (and his newly-created clone) managed to 
rally their troops on Venom for a mass invasion of 
the backwater planet. 

The big story to come out of this issue, though, 
was a four-page feature on Project Reality — the 
system that would ultimately come to be known as 
the Nintendo 64. Promising a machine capable of 
"super realistic 3-D graphics and CD quality audio" 
that performs at "record-setting speed," the feature 
went into detail about why Nintendo chose to 
partner with Silicon Graphics while showing off 
numerous samples of what SGI workstations were 
capable of producing. (Though the final product 
wouldn’t quite live up to the expectations set here.) 

Winners of this issue’s Player’s Poll Contest 
would receive a trip to Madison Square Garden in 
New York City for the NHL All Star Game, and get to 


Daniel Vallie 
KNIGHT MAN St. Julie, Quebec 


take home an official NHL All-Star Jersey and copy 
of Nintendo’s own NHL Stanley Cup for the SNES. 

Nintendo Power #55 was headlined by the 
Disney hit Aladdin for the Super NES. Capcom 
handled the development chores on that hoppin’ ’n 
boppin’ adaptation, while Virgin Interactive teamed 
up with animators from Disney itself to create the 
sword-swingin’ Sega Genesis version. Fans have 
long argued that Sega's version is the better of the 
two, but Capcom’s has gained more of a following 
over the years. 

If November was Bat-Mania, then December was 
Mega Mania, as back-to-back coverage of Mega Man 
IV for the Game Boy and Mega Man 6 for the NES 
was joined by a poster hyping the impending 
release of Mega Man X — the series’ debut on the 
Super NES. 

In comics, the Star Fox team had their climactic 
final showdown with Andross and his forces. During 
the battle, an enraged Fox finally learned the truth 
about his parents’ fates and was able to avenge 
them swiftly (while leaving the last shot for his dear 
old Dad). Nester was welcomed to Jurassic Park, 
tying in with a Player’s Poll Contest wherein 
winners would get a trip to a real dinosaur dig, 
complete with a meeting with a Jurassic Park tech- 
nical consultant and real-life paleontologist. 

An attempt to enrich the lives of youngsters 
through the genre known as "edutainment" was 
made with a four-page feature. However, Captain 
Novolin was perhaps not the best subject for this 
experiment. On the opposite side of edifying young 
minds, the infamous Mortal Kombat emerged as the 
#1 Super NES game on the Top 20, putting a bloo— 
er, sweaty finish to the reign of Street Fighter Il. 

Finally, the results were in from NP’s Mega Man 
Robot Design Contest, highlights of which were 
featured in NP #44. Congratulations again 25 years 
later, Daniel and Michael! — DAVID 


NINTENDO POWER 
READERS DESIGN 
NEW ROBOTS! 


Knight Man and Wind Man, boss robots in 
Mega Man VI, were sent to Capcom by Nintendo Power. Thousands of our readers 
submitted designs for brand new mechanical maniacs for Mega Man to battle. 
Capcom interpreted the ideas of the winners into what you see in the game. 


Michael Leader 
Gouldsboro, Pennsylvania ` 
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NF: What was the game that made 
you fall in love with the competitive 
Super Smash Bros. scene? 

ZERO: Super Smash Bros. Melee is the 
original game that started my curios- 
ity. | never really thought the concept 
of playing video games competitively, 
like at tournaments, was even a thing, 
let alone making a living playing video 
games. 

Back in 2006 | didn’t really have 
access to the Internet. Chile was 
behind in this aspect — it just wasn’t as 
widespread. It also didn't help that | 
was poor at the time. My Dad’s family 
was holding a party, and they had 
Internet on one of their computers. | 
remember there was a Melee tourna- 
ment being hosted near my house — it 
was actually a big regional featuring 
the best players in the country — and | 
decided to enter because little cocky 
me thought І could win it all. But hey, | 
wasn't gonna just go in there unpre- 
pared, right? So | decided to Google 
"Competitive Melee" and see what I'd 
find... and Іо and behold, | stumbled 
upon (the now much less popular) 
Smashboards, the main hub for com- 
petitive Smash Bros. in general at the 
time. | found so many guides and 
articles and just interesting informa- 
tion | didn't even know... and my 
interest was forever peaked. | 
remember asking one of my cousins 
there if | could pay to print 40 pages 
worth of Melee information! 

| took this pseudo-crafted Melee 
guide, and sat down in front of my CRT 
and just played and explored it. | think 
for the first week | barely moved out 
of my room — it was almost as if Melee 
had just evolved in front of my eyes. | 
think it was at that very moment that | 
found and loved the concept of 
"improving" at something, genuinely. 

| went to the tournament — which 
was single elimination, bracket style — 
and | ended up placing 17th out of 
100+ people, losing to the guy who got 
2nd in the whole thing, after a close 
last hit, Game 3 set. | was hooked. "I 
could have won this tournament if | 
had a little bit more time!" is all | 
could think. Then | started attending 
more events, and | quickly became 
one of the best Melee players in the 
whole country, later finishing 2nd at a 
huge national tournament two years 
later. 

During this time | found out about 
Major League Gaming (a.k.a. MLG) and 
their Halo tournaments, which is 
another series that always piqued my 
interest. Apparently, there were 
gamers like Ogre 2, Tsquared and 
Walshy making thousands and making 
a living off of playing games on these 


big stages. | wanted to be like them, 
and while | tried to play Halo competi- 
tively, it was no good that my English 
had an accent that was far too thick 
for team games, so | stuck to my 1v1 
fighting game, Smash Bros. — but 
moved on to the sequel to Melee, 
Super Smash Bros. Brawl. 

At first, it was tough. Different 
game, and it also didn’t help that the 
one time | went out of city to compete 
at a national, they banned my charac- 
ter mid-tournament (Ice Climbers) 
because | was "winning too hard" with 
them. | decided to pick up another 
character, in this scenario Meta 
Knight, just to spite them and win 
events. | quickly became the best 
player in Brawl after that, despite not 
owning a Wii for years due to financial 
issues — and | just started winning 
every single tournament. They 
couldn’t stop me, so | started looking 
into competing elsewhere, and that’s 
when I really wanted to travel to the 
United States for my first big tourna- 
ment. | started playing this online 
ladder called AllisBrawl where many 
other professionals got good — such as 
Salem, Ally and ANTi — and started 
destroying people online and learning 
my way through this new breed of 
competition. 

At some point, | contacted Jason 
Zimmerman — better known as 
Mew2King — who, in a stroke of luck, 
was looking for an apprentice to pass 
down his knowledge, since he had lost 
motivation in himself at the time. And 
well, he took me in. With his help, and 
after my first tournament in the U.S., 
Apex 2012 (which was a tremendous 
struggle to attend — | had to work a 
job picking up fruits for $2.00 an hour 
to save money to get my flight and 
papers) | was forever hooked. 

I told my Mom, "Give me one year 
to be in the U.S., and if | don’t make 
this whole 'video games for a living 
thing' work out, ЇЇ go home and 
study." In that year, | ended up 
winning the E3 Smash Invitational, 
becoming #1 in two Smash games and 
really paved the way with content in 
the community. 

That’s how | got started in the com- 
petitive Smash scene. 


When you first played Smash Bros., 
you probably weren’t that much 
better at it than the rest of us mere 
mortals. Was there a specific 
moment when you realized that you 
had a special talent for the game? 

I never really had a "special talent" | 
felt. It’s not like | was good Day 1 — but 
rather, | feel my strength has always 
been my ability to gamble it all. 


You see, for most people it’s hard 
to take chances. People don't like 
failing, so they often just don’t try 
something. For me, I’ve got nothing to 
lose — or even if | do, I just want to get 
in there. So | give it a go, and if it goes 
wrong, | try to make it work. | have 
this mindset where | really like trying 
options. Furthermore, | really like 
seeing how far | can go. | have confi- 
dence in myself where | feel like | can 
do anything, if | really put my mind to 
it. But this confidence also extends to 
anyone! I'm a firm believer that people 
can do anything if they really try. 

So it’s not like I’m talented at what | 
do — I'm just talented at really trying 
to make things work, which is actually 
even better, since it helps me in so 
many other ways in life. 


Tiger Woods’ father first got him 
practicing his golf swing before he 
was two years old. Has your family 
ever thrust any similar pressures on 
you? 

My Dad never really cared for it, and | 
don’t really have much family outside 
my Mom, who just always wanted me 
to try my best and succeed and have 
fun. | always just motivated myself to 
go harder. My biggest pressure has 
just always been financial. | had to 
play for years where rent was on the 
line at a local tournament on the 
weekend, and that’s what really gave 
me pressure. I'd say my pressure has 
always been that, especially since | 
grew up in poverty. 


You’re the only person in the world 
to ever hold major titles in four 
Smash games (Brawl, Project M, 
Smash 4 and Ultimate), so few 
people know the ins and outs of the 
franchise better than you. Starting 
with Smash on the N64, what are the 
best and worst things about each 
game in the series? 
Smash 64: | really like how it’s kinda 
simple in terms of format. You have 
the least amount of characters in the 
series, they only play on one stage in 
tournaments, and there isn’t even a 
timer. It’s kinda cool in that sense. But 
the best part is that when people get 
hit, they just die. There isn’t some 
kinda magic they can do to survive, 
almost ever, so you feel rewarded for 
your hits. What | don’t like is actually 
the controller — the N64 controller 
feels outdated and it’s super hard to 
find good ones. Sometimes | feel really 
stiff in that game strictly due to the 
controller. 

Melee: The movement is just so 
good. Melee just has that ability to be 
fun when you're just moving, kinda 


feels like riding a dirt bike. It’s just fun 
to move. Only thing І don't like is how 
a majority of the cast doesn't matter — 
there are only about 10 characters you 
really see in tournaments. | wish we 
saw more than that. 

Brawl: I’m a huge fan of playing 
‘neutral вате! (when the two players 
are trying to hit each other on even 
ground) and Brawl is all about that 
since combos are so weak. It feels 
good to seriously outsmart somebody 
consistently to win neutral — it feels 
different than most things in Smash 
and Brawl really puts emphasis on it 
more than any other game I'd say. The 
worst of it? I'd say just how it turned 
out to be in the end. Defensive options 
became too strong so everyone played 
way too slow, and while it was fun for 
a while, in the end it became not too 
fun. Plus, Ice Climbers were really not 
fun to fight in tournaments and there 
were a ton of them. You just had to 
play so, SO slow against them to even 
have a chance. 

Smash 4: | like the idea of making a 
game that has a lot of neutral, but not 
too much, and has combos and stuff to 
make it faster. It's like a mix of Smash 
games. Plus, it has a sick roster. Cloud 
Strife is in it! However, | really can't 
stand the Rage mechanic. | don’t think 
anyone should be rewarded with their 
character getting stronger just 
because they got hit in the first place. 
Feels contradicting. It also doesn’t 
help how the game has so many crazy 
things that can kill you incredibly 
early, or even when you haven't even 
taken any damage. Oh, and Bayonetta. 
Bayonetta is really, really not fun to 
play against. She ruins the party. 


Let’s talk tripping in Brawl. Was it 
really that bad? 

It’s bad, but here's the way | see it: 
Tripping probably lost me two games 
or so in a span of six years playing the 
game competitively, and probably won 
me three games or even less. But in 
Smash 4, Rage is a much, much worse 
mechanic. Rage has affected every 
single match I've played, both in my 
favor and against me, because no 
matter what you do, it’s always there 
because people have to take damage 
for there to be a winner. This is why | 
think Rage is much worse. 


Online Smash is split between 
playing For Fun or For Glory. As 
someone who has attained more 
glory than anyone else in competitive 
Smash, maybe you can tell us, is 
playing for glory also fun? Is this 
struggle to balance fun and glory the 
reason why you retired for a while? 
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For Glory is fun — in the sense that 
playing 1v1 with no items is much 
more fun to me than items and free- 
for-alls. The problem with For Glory is 
that it lacks a ranking system. It 
makes it boring because your wins and 
losses don’t matter. It doesn’t matter if 
you win 100 in a row or lose 100 in a 
row, the matchmaking system is the 
same. | shouldn't be able to find 
people who can barely block or 
recover, and it's not fun for me or 
them to match with each other. | really 
hope Nintendo fixes this. 

The main reason | retired is 
because Smash 4, as a whole, stopped 
being fun as a competitive game. | 
accomplished all | could ever want 
with that game: won every single 
world ranking from start to end, won 
an EVO, won a Genesis, won any tour- 
nament | ever wanted to win. | could 
only go down, and | had nothing to 
gain. It felt unfair, not fun and just 
frustrating especially because the bal- 
ancing of the game and flaws became 
so apparent, with Rage and all being 
abused by now in competitive play. In 
short, it was just better to stay home 
for me. Feels like a closed chapter and 
| retired before | seriously started 
hating Smash 4, so now | can 
remember the good times, at least. 

That speaks to another split in the 
world of competitive Smash. Some 
play for self improvement and commu- 
nity, while others seem more inter- 
ested in proving that they are superior 
to the competition and tasting the 
salty tears of their enemies. It's this 
second group that seems more likely 
to harass people online and foster a 
toxic environment at live events. 


Has that been your experience? And 
what more can be done to make 
serious Smash play a welcoming 
pastime for everyone? 
think the Smash community is pretty 
good at welcoming newcomers — defi- 
nitely much better than a lot of other 
scenes. The way | see it is that elitism 
just drives people away. When you 
shame someone for not being good, 
more often than not, it just makes 
them hate your community. The good 
hing is that there’s a lot less elitism in 
the Smash community as well. 

| think it’s just important for com- 
munity leaders to give a good image, 
because people tend to emulate them. 
So if they stay sweet and welcoming, 
then it paves the way for everyone. It’s 
also a good thing we have pretty cool 
community leaders! We aren't perfect, 
but we're pretty good | think. 


You've gotten to meet Masahiro 
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Sakurai a few times. Were you ever 
tempted to give him advice on how to 
make to make Smash better for high 
level players? If so, what changes 
would you recommend? 

I wish | could ever make a suggestion! 
I was told by a translator once to not 
ask him or talk to him about character 
balance, before being able to speak to 
him. So | understand he just doesn’t 
want that kind of conversation, which 
is fine. 

Only thing | would ever say, is to 
implement a ranking system that 
makes sense, dedicated servers so 
matches lag less, because a lot of the 
features I'd want — such as a hazards 
toggle for stages — he’s already imple- 
menting in Ultimate. | just really hope 
Rage isn’t as much of a problem as it 
is in Smash 4. Hopefully it’s removed 
or we have a toggle to remove it. 

At the end of the day he knows how 
to make games and | don’t, but 1 could 
definitely make some character bal- 
ancing suggestions. For example, 
Bayonetta needed to obviously be 


toned down further in Smash 4, seeing 
as she almost got banned multiple 
times in tournaments, and Jigglypuff 
received not a single upgrade even 
though she’s vastly considered to be 
the worst character in the game by the 
majority of players since the very 
beginning. Things like this, there 
should be some sort of feedback 
system or communication for us to 
help with these things. But they are 
keeping up with tournaments more, so 
that’s at least a good first step. 


Purely from the perspective of a 
Nintendo fan, what are some unan- 
nounced characters that you’d still 
like to see make it into Ultimate, and 
how do you think they should play? 
Not a Nintendo character, but | am 
vouching and hoping for Sora from 
Kingdom Hearts the most. I’m a huge 
fan of the series and it would just be 
the COOLEST thing ever to see him in 
Smash. | know Sakurai has spoken to 
Nomura before, so it’s not impossible 
... but we'll see. 


In terms of somebody from 
Nintendo, | really want a Xenoblade 
Chronicles 2 rep. Anyone. I'll take Rex, 
the main character, along with Pyra 
and Mythra as Rex's blades — but I'm 
really rooting for Jin and Lora from the 
Torna ~ The Golden Country expan- 
sion, as | feel they’re more interesting 
protagonists than Rex. Either way, a 
rep from Xenoblade 2 would make me 
extremely happy since I’m a huge 
Xenoblade fan in general, having put 
almost 1,000 hours into the series 
between all the games so far. 


It may be hard to put into words, but 
if you can, try to tell us what the 
Smash Bros. series means to you, 
and how you'd like to see your rela- 
tionship with Smash evolve in the 
years to come. 

Smash is just almost my identity at 
this point. It took me out of poverty, 
and it feeds my dreams and aspira- 
tions as an adult even to this day. | 
owe so much to Mr. Sakurai and 
Nintendo and the team behind Smash 
Bros. | really do love the series and 
the people behind it so much. 

In the future, | just want to 
continue being involved, maybe not 
always as a player who wins tourna- 
ments, but as an entertainer, an icon 
or just someone who provides value to 
our community in a meaningful way. 


If you could make your own Nintendo 
game and do anything you wanted 
with it, what would you make and 
why? 

I’m very greedy about Xenoblade, so | 
would literally just keep adding story 
expansions to Xenoblade 1 and 2, 
make an HD remake for Xenoblade 1 
and fund Xenoblade 3. | really do love 
the series and | can’t help it! 

The story, the characters, the 
music, it really means so much. It 
really is my favorite video game series 
outside of Smash. | get excited just 
writing about it! 


Finally, if you could have any super- 
power, what would it be and why? 

| would love to be able to teleport like 
Goku in Dragon Ball Z. It would save so 
much trouble, money and time. It 
would be beautiful to have. 

If not, | would like to be able to 
read minds. | could do so much with 
that — literally anything. Imagine 
something as simple as playing Smash 
or poker with somebody, or something 
complicated like high stakes business 
negotiations. The possibilities are 
endless with this one... maybe this 
one is a better pick, haha! 


The Largest Guest List Yet! 


LET’S GET THIS party restarted! 

The Mario Party series has been 
around for 20 years now, and it’s had 
16 different installments spread out 
across eight different Nintendo home 
consoles and handhelds. That is a lot 
of parties — and not every one of them 
has been worth attending. So with this 
first sequel in the spin-off series for 
the Switch, Nintendo decided to try to 
break from the past and go for a soft 
reboot of the brand: This isn’t Mario 
Party 11 — it’s Super Mario Party. 

The difference is a subtle one, but | 
think a timely and significant one. This 
game really does feel like a fresh 
starting point for the series, taking the 
best parts of the past two decades’ 
worth of games, adding some all-new 
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elements and, overall, establishing a 
new foundation that future sequels 
can build on. (Because new name or 
not, history has proven that we can 
count on more Mario Party sequels on 
the horizon.) 

So, the party's restarted. How? 
First the developers at ND Cube went 
back to the beginnings of the brand, 
setting aside the "everyone rides in a 
car together" gameplay style that they 
themselves introduced in the Wii era. 
The core Mario Party mode here is 
once again as it first was in the N64 
originals: Every man for himself. (Or 
woman. Or monster.) 

You and up to three friends each 
take a single Joy-Con in hand and take 
turns hitting a virtual dice block to roll 


a number and see how many spaces 
you'll be allowed to advance around a 
game board. The board is full of spots 
to stop on, some of which are lucky 
(giving you coins or items) and a few 
of which are unlucky (taking some of 
your coins away, or causing you to lose 
forward progress). The goal is to save 
up enough coins to be able to buy a 
star when you eventually reach 
Toadette's Star Space. Whoever has 
the most stars at the end of the game 
is the winner! 

Rolling dice and walking around the 
board is just half the experience, 
though. After every turn you and your 
opponents compete in a minigame to 
try to amass even more coins. These 
range from frantic free-for-alls to 


team-up challenges of two-on-two or 
one-versus-three. Or sometimes it’s a 
total scramble for coins and everyone 
can come out a winner! 

OK, that's been a refresher course 
for anyone who needed it: Mario Party 
101. Where Super Mario Party begins 
to set itself apart from the past is in 
its controls. As mentioned before, all 
players wield lone Joy-Con controllers 
for this shindig. Every minigame, then, 
uses the tech of the Joy-Cons in wildly 
different ways. 

Some games are totally straightfor- 
ward, played only by moving the stick 
or pressing the face buttons. But many 
are motion-controlled affairs that will 
ask you to, for example, make a 
forward flicking motion to toss a boo- 
merang at an ambling Pokey, or hold it 
like it’s the handle of a frying pan to 
sear the six sides of a cube of meat, or 
run around to a bunch of opaque 
boxes full of nuts and guess how many 
are inside entirely by feeling how 
much intensity the HD Rumble 
feedback feature is giving you as you 
pick up and test each one. It's the 
Mario Party dev team’s first time 
getting to play with Nintendo's newest, 
most advanced controller technology, 
and they put nearly every aspect of it 
to use. 

... Which is both a good and a bad 
thing. The Joy-Cons are new and novel, 
but the fact that every different mini- 
game has its own unique control 
scheme can get confusing. Especially 
for younger players! My sons, as 
always, were my focus group for this 
party, and while at 6 and 4 years old 
they were able to understand and 
enjoy most of the minigames, some of 
them were just too befuddling for 
them and we just had to muddle 
through when those popped up in the 
rotation. Even with on-screen visual 
aids and a practice mode preceding 
each challenge, some of them are just 
too tough for young kids to grasp. 


One solution? Setting the solo-play 
Mario Party mode aside for family 
time and moving over to Partner Party 
instead. It’s a two-on-two gametype 
that allowed my wife and | to each join 
forces with one kid apiece, creating 
more balanced permanent adult/kid 
teams. 

Partner Party’s also a ton of fun 
and totally different than Mario Party 
mode! As in Mario Party: Star Rush, it 
switches up the board game to make it 
entirely non-linear. Instead of one set 
path to follow until you arrive at the 
spot to buy a star, you roll dice along 
with your teammate, add both of the 
numbers that come up together and 
then both get to move that number of 
spaces around the board — in any way 
you choose. You can make a beeline 
straight for the star, or you can head 
the opposite direction to try to pick up 
an item or recruit an ally character. 

Allies appear in Mario Party mode 
too, but are much more prevalent in 
Partner Party — reaching and recruit- 
ing one adds a little bit extra to each 
of your future dice rolls, as well as 
also giving you a new style of dice 
block to choose to roll. 

And that, friends, is what really sets 
Super Mario Party apart from the 
past: the individual characters’ dice 
blocks. In past Mario Party games, the 
character you chose from the select 
screen was entirely cosmetic. Mario, 
Wario, Princess Peach ... you could be 
whoever you wanted to be and it 
didn't matter, because everyone had 
the same controls in minigames. Here, 
everyone still performs the same in 
the games, but in moving around the 


board, each has a unique dice block 
that only they have access to. 

Mario's personal dice block is only 
mildly different from the standard: It 
has a 1, three 3's, a 5 and a 6. Using it 
you've got a 50% chance of rolling a 3, 
which is helpful in certain situations. 
But then you've got a character like 
Donkey Kong, whose dice block has 
three sides all with 0's, one side that 
gives him five free coins instead of 
letting him move and two sides that 
boast the biggest dice number of all: 
the powerful 10. That right there is the 
kind of dice block that you can really 
get strategic with, playing the odds as 
you attempt to outmaneuver your 
opponents. 

And really, the other players aren’t 
the true enemy in Super Mario Party — 
as it’s always been in this series, RNG 
is the real foe. Random chance plays a 
huge role here, as even if your skills at 
playing the minigames are unrivaled, 
you can still be laid low in the board 
game portion by unlucky dice rolls. 


You Got a Star! 


My wife made me promise that I'd 
point out the most painful part of 
Partner Party at this point. Unlike in 
Mario Party mode, Partner Party 
demands that you roll exactly the right 
number to be able to land on the star 
space and buy a star. You can be right 
next to it and not get it on one turn. Or 
two. Or three or more! Because if you 
are, say, one space away but you roll a 
2, well, too bad. You're not allowed to 
stop your move early, so you're forced 
to walk right past. You can walk in 
circles a bit to burn off extra steps, but 
even then you're always dictated by 
whether your dice roll came up as odd 
or even. Star's an odd number of spots 
away and you rolled even? Sorry. Try 
again next turn. 

Fighting against the randomness of 
the Switch's internal calculations and 
the difficulty with some minigames” 
use of the Joy-Con controllers are my 
only two complaints for all of Super 
Mario Party, though. On the whole, 
this is a wonderful sequel/soft reboot 


for this series, and it's quickly become 
the new family favorite here in the 
Thomas household. (1 can't remember 
the last time my wife was so eager to 
sit down and play any Nintendo game 
again and again with the boys and I, so 
ND Cube's managed a miracle in that 
regard.) 

Rounding out the package are a few 
other modes like the cooperative River 
Survival, the rhythm-focused Sound 
Stage and Toad's Rec Room, which has 
a handful of games you can play by 
undocking the Switch and laying it flat 
ona table. All are nice diversions, but 
Mario Party and Partner Party are the 
core attractions here, made more 
replayable than any past Party series 
sequel thanks, again, to the fact that 
each individual character is really an 
individual now! And there are more to 
choose from than ever before: 20 in 
all! Take that, Smash Bros., with your 
massive cast. Everyone may be there 
to fight later, but first everyone is 
here, partying hard! — LUCAS 
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Free Real Estate! 


THE CONTEXT FOR the initial 
release of Luigi’s Mansion was a 
relative disservice to the actual game. 
In 2001, Nintendo's fourth home 
console was debuting — and after their 
past two generations kicked off with 
Super Mario World and Super Mario 
64, the GameCube was set to start off 
with its own Mario game. Except it 
wasn't a Mario game, per se. It was 
Luigi’s Mansion. The short and sweet 
game was а nice technical showcase 
for the GameCube, but it wasn’t com- 
parable to the masterpieces that 
kicked off past generations. While 
Luigi’s Mansion wasn't derided, it fell 
by the wayside as the GameCube 
moved on. 

More than a decade later, Luigi’s 
Mansion: Dark Moon came out on 3DS 
— and now, 17 years since its initial 
release, that same 3DS is host toa 
modern port/remake of the first 
game, brought to us with help from 
Ocarina of Time/Majora’s Mask 3D and 
Ever Oasis developer Grezzo. The 3DS 
version of the GameCube launch game 
is now in a reverse place — it’s essen- 
tially sending off a console instead of 
kicking one off — and that lessened 
expectation helps make Luigi’s 
Mansion far more palpable for anyone 
who missed or wants to revisit the 
original game. 

I've long had an affection for Luigi’s 
Mansion and this remake is a great 
way to play the game now. Having the 
map available on the bottom screen is 
extremely handy, even more so with 
the novel touches of the Game Boy 
Horror — an in-game explanation for 
Luigi’s constant contact with Professor 
E. Gadd. The majority of the game is 
unchanged save a few tweaks, mostly 
graphical. The visuals are altered to 
be more in line with the style used in 
the sequel, and likely also to be con- 
sistent with the upcoming Luigi’s 
Mansion 3 on Switch. 

This game has amiibo support with 
Luigi, Mario, Toad and Boo, which all 
give some sort of boost if you’re 
having trouble. A Boss Rush mode is 
also available, which can be played in 
co-op using Download Play. The whole 
game can also be played in co-op if 
you have another friend with a copy. 
The second player controls "Gooigi," a 


NINTENDO 
GREZZO E 


78 ISSUE #36: EVERYONE IS HERE! 


gooey green Luigi clone who was sent 
from the future (likely teasing the plot 
for Luigi’s Mansion 3). It might be a 
safe bet to assume Luigi’s Mansion 3 
will have similar co-op modes. 

For the most part, though, this is 
just Luigi’s Mansion but portable. It’s 
snazzy in 3D. The whole thing is still 
very linear and short, but overly 
charming. The harder second Hidden 
Mansion has more tweaks, somewhat 
similar to how Grezzo messed with 
Master Quest in Ocarina of Time 3D. 

My main issue with the 3DS version 
is the controls. They just don’t feel as 
comfortable as they did on GameCube, 
and since the game wasn't initially 
made for 3DS, they feel more compro- 
mised than the good controls of Dark 
Moon. Multiple methods are available, 
including one that focuses more on 
strafing, but all of them require 
motion controls to some degree, 
which always feels a tiny bit awkward. 
Luigi’s Mansion doesn’t often get 
frantic, but when it does, the controls 
crumble. The Strobulb from Dark 
Moon is an option here as well, and | 
actually prefer that implementation. 

Overall, if you've missed out on the 
initial Luigi’s Mansion over the years 
or have been wanting to replay it, the 
3DS version is well worth checking 
out. | don’t think it’s quite the defini- 
tive version of the game, but it’s cer- 
tainly a polished one. The main 
detraction is the controls, which feel 
lacking compared to the original 
GameCube ones. However, everything 
else here is great, from the added 
Boss Rush and co-op to the cleaned-up 
graphical flairs and modern niceties. 
Luigi’s Mansion might not be in the 
same discussion as launch titles that 
predated it, but it’s definitely an inter- 
esting aspect of Nintendo’s history and 
it’s a welcome sight to see it brought 
back on the 3DS in stereoscopic 3D. 
After all, what better way to get 
excited for Luigi’s Mansion 3 on Switch 
in 2019 than by going back to Luigi’s 
ghost-hunting roots! — NEAL 
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The Hunt is On Once More 


WHEN IT FIRST arrived on 3DS back 
in 2016, Monster Hunter Generations 
represented the culmination of 
Capcom’s monster hunting series, and 
at that point, it was the franchise’s 
best attempt at making inroads with a 
Western audience. Much has 
happened in the intervening two years 
since its release, however. Barring the 
cartoony offshoot Monster Hunter 
Stories, the series moved away from 
Nintendo platforms with its next 
installment, Monster Hunter World, 
which would go on to become not only 
the most successful Monster Hunter 
game in the West, but one of the best- 
selling titles in Capcom’s history. 

In the wake of World’s release, 
Monster Hunter Generations Ultimate, 
the series’ first Nintendo Switch entry 


and an expanded port of the 3DS 
game, feels very much like a relic. 
Whereas World leveraged the power of 
PS4 and Xbox One to make some 
welcome systemic improvements to 
the series’ gameplay, Generations 
Ultimate still looks and plays like a 
3DS game. This is to be expected given 
the title’s handheld roots, but it’s all 
the more noticeable now that it’s 
available on modern hardware. 
Likewise, the quality-of-life changes 
that World introduced, such as the 
ability to use items while walking, are 
naturally absent here; run low on 
health and you'll need to scurry to 
someplace safe while you drink a 
potion, making Generations Ultimate 
much less forgiving, particularly if 
you’re unfamiliar with the idiosyncra- 


sies of older Monster Hunter games. 
Other comparisons to World are 
inevitable now that it’s become the 
new benchmark for the series, and if it 
served as your introduction to 
Monster Hunter, Generations Ultimate 
may prove to be too inaccessible. 
That's not to say it’s a bad game, 
however; Generations’ novelty may 
have been diminished, but it remains a 
deep, addictive action RPG with a sub- 
stantial amount of content, provided 
you have the patience and determina- 
tion to meet the game on its own 
terms. Patience in particular is a 
necessity if you’re just jumping in for 
the first time, as the game inundates 
you with reams of text explaining the 
different facilities and gameplay 
systems — so much so that it can be 
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overwhelming if you aren't already 
familiar with the basics. 

If you've invested a lot of time into 
Generations on 3DS, you're fortunately 
able to transfer (most) of your 
progress over to ultimate on Switch. 
While the game is fundamentally the 
same across both consoles, 
Generations ultimate does take advan- 
tage of the Switch hardware in a 
couple of ways. Most notably, the 
visuals are now in high definition, illu- 
minating details that wouldn't be as 
noticeable on the 3DS screen. 

The defining gameplay features in 
Generations remain Hunting Styles 
and Hunting Arts, neither of which 
have been carried over to World. 
Together, these help add more depth 
to the gameplay. Hunting Styles, just 
as their name suggests, are general 
archetypes for your hunter; there are 
six in total — two of which are new for 
Generations Ultimate — and define 
your role and abilities while out on a 
hunt. The Style you choose also has a 
bearing on the Hunting Arts, or special 
attacks, at your disposal. These will 
gradually fill up as you battle 
monsters while out on a quest, 
allowing you to pull off a super move 
or unleash a temporary buff. You're 
able to freely swap between Hunting 
Styles and Arts during the course of 
your adventure, as well, making it sat- 
isfying to experiment with different 
builds and find the combination that 
best suits your playstyle. 

While Generations ultimate may no 
longer be the standard-bearer for the 
Monster Hunter series, it remains a 
deep (often overwhelmingly so) and 
addictive adventure, even more so 
now that it's playable on TV and on the 
go. We've still only scratched the 
surface of what the game has to offer, 
so look for our final verdict on it in 
Issue 37! — KEVIN K. 
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AFTER EIGHT LONG years, the Blue 
Bomber is finally back — but is he 
better than ever? 

For the most part, this is Mega Man 
as fans know and love him — more 
evolution than revolution, if you will. 
There aren't any huge changes to 
upend the dynamics that have held 
true for over a dozen games prior — no 
wall jumps, no dashing, no experience 
points or anything else like that. Just 
running ’n gunning your way through 
platforming perils spread across eight 
reprogrammed Robot Masters’ deadly 
domains, before heading to Wily’s 
atest fortress for a final showdown. 

That is, with one key exception. 
New (and if the story is to be believed, 
ikely exclusive) to Mega Man 11 is the 
Double Gear System that enhances 
Mega Man's core abilities. Each of the 
two gears is mapped to a separate 
button (which you can reassign as you 
ike), and pressing one will activate a 
ime-slowing effect that gives a sort of 
Matrix-ish vibe to the action, as the 
slowed-down pace allows you to more 
precisely time some moves. The other 
gear will boost Mega Man’s power, 
giving him brief access to a more 
powerful charge shot, or — not 
entirely unlike his Maverick-hunting 
descendant X — supercharge the 
special weapons he’s acquired. 

Unfortunately, if Mega Man doesn’t 
deactivate a gear within the required 
time limit, it will overload, leaving our 
hero without the ability to use either 
gear until the system’s had time to 
cool down. On the other hand, if Mega 
Man’s energy is reduced to four units 
or less, he can activate both gears at 
once with a press of both buttons, 
allowing him to pull off one last des- 
peration move to turn the tide before 
he’s sent to the scrap heap. If it fails, 
though, he'll find himself without the 
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Revived and Revitalized 


use of either gear or his charge shot 
for a while. (But hey, if you had to use 
the Double Gears together, you were 
probably as good as done anyway.) 

With that said, neither gear is ever 
required to finish the game, but 
they’re nonetheless fun to play around 
with, especially as you learn the 
nuances of this latest entry in the 
series (and it should be even more fun 
to see how speedrunners will exploit 
them in the years to come). The option 
of whether or not to use the gears 
allows players the ability to challenge 
themselves as they see fit, and 
Capcom goes even further toward 
making the game accessible with four 
different difficulty levels. 

"Newcomer" sees to it that those 
who've never played a Mega Man 
game before will have a sufficient 
safety net without going so far as to 
place platforms over pits (as Mega 
Man 10’s Easy Mode did), while 
"Superhero" changes up some enemy 
attacks and patterns while also elimi- 
nating most (if not all) checkpoints 
and item drops that aren’t in-game 
currency from defeated foes. "Casual" 
and "Normal" are the closest to the 
original Mega Man experience, though 
both have nuances that seem to fall on 
one side or the other without ever 
quite hitting the exact sweet spot. 

Graphically, the game feels like a 
proper evolution from Mega Man 8 
(given the two games in-between were 
retro-styled throwbacks), featuring 3D 
models and foregrounds against some 
wonderfully crafted 2D backdrops, 
many of which are just full of charac- 
ter. There are a few minor issues — 
some feel Mega Man’s running anima- 
tion cycle seems a bit off, and his 
movement on ladders isn’t as snappy 
as it once was — but for the most part, 
Mega Man’s movement and platform- 
ing capabilities are as tight as ever. 


Sound is a bit mixed overall, and 
you might need to adjust the levels in 
the options menu to have something 
more pleasing to your ears. Voices are 
good, for the most part (though Auto’s 
higher pitch and Mega Man’s more 
mature tone took a little adjusting to 
at first), and you can switch to 
Japanese if you'd prefer. Sound effects 
are a little on the generic side, and the 
music is good, but maybe not as mem- 
orable as previous entries. The 
standard is a sort of techno/synth 
style, but an orchestral version for the 
eight Robot Master stages was avail- 
able as a pre-order (and I'd be sur- 
prised if that doesn’t get sold as 
downloadable content later). 

The Robot Masters themselves each 
have great designs and personalities, 
and Mega Man 11 may feature one of 
the most versatile and robust selec- 
tions of special weapons of any Mega 
Man game to date. Their stages can 
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feel like they run a little long, though, 
while the endgame is surprisingly 
short. 

While Mega Man 11 isn’t a perfect 
game, it’s certainly a fun one, and it 
establishes a solid foundation for the 
Blue Bomber going forward. It 
deepens the series’ story and mechan- 
ics alike, sets Capcom up well for a 
future follow-up and makes a great 
place for players to start for the first 
time — or anew! — DAVID 


DEMOLISHED IN THE DEMO 


BLOCK MAN 


Whether you buy Mega Man 11 or not, you can still 
enjoy smashing apart this first baddie brick by 
brick, as he’s the headlining boss of the free demo 
that’s available for download in the Switch eShop! 
Block Man drops bricks from the sky, but once 
Mega Man whittles his health down enough, he'll 
get mad, activate his Power Gear and transform 
into a towering titan! (With a glowing weak spot.) 


LIGHTNING FAST 
FUSE MAN 


Capcom decided to get back to basics when making 
the Robot Masters for Mega Man 11, which means 
many drew inspiration from Mega Man 1 — Fuse 
Man here is the modern Elec Man. He’s much more 
energetic than that first electricity-themed bot ever 
was, though, and he gets supercharged even 
further when he activates his Speed Gear to be able 
to accelerate faster than any previous series boss! 


SMOKEY BEAR’S NEMESIS 
TORCH MAN 


When you make your home inside a forest that’s 
actively burning to the ground around you, you're 
not going to make too many friends in the environ- 
mentalist community. Torch Man seems to not care 
at all, focusing instead on mastering the discipline 
of his self-made style of martial arts: Torch-Jutsu! 

A tip: Don’t pick Torch Man’s stage first. It’s got 
instant-kill flame walls that’ll leave you frustrated! 


CHEMICAL CRIMINAL 


ACID MAN 


Mega Man's been trying to cut toxic people out of 
his life, and the company you keep can't get any 
more corrosive than Acid Man. You'll have to 
navigate your way through poison-filled pipes lined 
with instant-kill spikes to arrive at this chemistry 
wizard's secret lair, and once there he’ll welcome 
you by diving into a vat of some kind of Mega Man- 
melting mixture to try to dissolve our hero! 


DR. WILY’S 
NEWEST 
RECRUITS 


Old Albert's been slacking off a bit. Though it’s 
been eight years since Mega Man 10, Dr. Wily hasn't 
managed to build any new Robot Masters of his 
own in all that time! Instead he's apparently just 
been dwelling on his past defeats at the hands of 
Mega Man and his former friend and colleague Dr. 
Light, and having bad dreams that dredge up old 
painful memories from their days working together 
at Robot University. One such nightmare causes the 


demented doc to remember an old research project 


he abandoned long ago: the Double Gear system! 
He returns to work on it to perfect it, and once it’s 
ready he does something he's never done before: 
directly attacking Dr. Light's lab! He threatens the 
heroes to their faces in their own home, then sees 
the eight Robot Masters pictured here looking on 
from across the room. Sensing opportunity, he 
steals all eight of them, spirits them away and 
reprograms them all to be his newest evil minions! 


COMBINE TO CONQUER 
IMPACT MAN 


As this is the 11th numbered series sequel, there's 


been quite a variety of designs used for older Robot 


Masters. No previous "Man" has ever actually been 


three men in one, though! Impact Man is a fusion of 


three different robots into a single fighting form. 
Separately, they call themselves the Impact 

Brothers, and they actually pre-emptively attack 

you halfway through their level — another first! 


DEIDARA MEETS BAKUGO 


BLAST MAN 


Explosions are art! Anime fans have met a couple 
of notable demolition men in recent years, and 
Blast Man would be right at home alongside them, 
gleefully blowing up everything in sight and then 
stepping back to appreciate the destruction. His 
level is a ruined amusement park (that continues to 
fall apart as you run through it) and he'll happily 
hurl a few of his Chain Blast bombs your way too! 
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BLUBBER MADE OF RUBBER 
BOUNCE MAN 


Prepare to be in awe at the size of this lad. Since 
most of Mega Man's previous adventures were built 
for 8-bit hardware (or intentionally copying that 
style), even the "big" Robot Masters of the past 
weren't really that large on-screen. Bounce Man, 
though? He's an enormous bouncy ball of stretchy, 
goofy fun. You might not be in the mood for play 
time after bounding through his level, though! 


HE WAS A SKATER BOY 
TUNDRA MAN 


Finally, a fresh-faced frozen fighter who'd be more 
at home at the Winter Olympics than battling the 
Blue Bomber. Tundra Man perhaps should have 
been named Skate Man or Salchow Man or Triple 
Toe Loop Man, because he has very little to do with 
actual tundra and everything to do with ice skating. 
A battle with him is a true artistic performance, as 
he spins, leaps and twirls through the air! 


500 Years Before Rex Met Pyra 


AMBITION HAS ALWAYS been a 
hallmark of Monolith Soft’s work, and 
that certainly holds true for Torna ~ 
The Golden Country. Envisioned as an 
extra scenario for last year’s 
Xenoblade Chronicles 2, the title blos- 
somed into a standalone prequel, one 
that in many ways outshines the game 
on which it was based. 

If you've played Xenoblade 
Chronicles 2, you already broadly 
know the outcome of Torna ~ The 
Golden Country, but that doesn’t make 
its denouement any less heartrending. 
Set 500 years before the main game, 
Torna chronicles the downfall of the 
eponymous kingdom, an event that 
would ultimately serve as the catalyst 
for Rex’s adventure some five centu- 
ries later. Jin, one of the primary 
antagonists in Xenoblade Chronicles 2, 
takes up the starring role here along- 
side his Driver Lora, and early on in 
the story the duo are enlisted by 
Addam, Mythra’s original Driver, to 
help stop the Aegis Malos from 
destroying Alrest. 
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The ensuing quest takes them to 
five distinct regions of Torna, as well 
as the sprawling plains of Gormott, 
long before its bustling capital of 
Torigoth was established. With the 
exception of Gormott, each area you 
explore in Torna ~ The Golden Country 
is completely new and, in true 
Xenoblade fashion, stunning and 
expansive, from dense woodlands to 
windswept deserts. Each environment 
is also home to a diverse (and fre- 
quently deadly) array of fauna to 
battle, as well as a trove of treasure 
chests and secret areas to discover. 

The supporting cast is, likewise, 
quite vast; you'll come across some 80 
non-playable characters during your 
travels, many of whom will offer side- 
quests. These errands are generally 
mundane, asking you to perform some 
variation of retrieving a specific item 
or slaying a certain number of 
monsters, but their surrounding cir- 
cumstances are often humorous, 
helping to add color to the world. 

Thanks to its smaller scale, Torna ~ 
The Golden Country feels more 
focused than the main Xenoblade 
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Chronicles 2 game. The story unfolds 
at a brisker pace, and characters — 
even the seemingly minor ones you 
encounter — are more fully developed, 
giving it arguably the most likeable 
cast in the series. Jin in particular 
benefits from this extra characteriza- 
tion, going from a stereotypically 
brooding anime villain in the main 
game to a sympathetic hero. 

Monolith has implemented 
numerous quality-of-life improve- 
ments here as well. Tutorials are once 
again a prevalent sight during the 
game's opening hours, but this time 
around, you're able to reread them 
anytime you wish from the menu. 
Similarly, collection points are now 
labeled and color-coded to indicate 
the type and quality of the items they 
yield. 

There are also new features such as 
campsites peppered throughout the 
world. Resting at these allows you to 
craft consumable pouch items and dis- 
tribute experience points you've accu- 
mulated from sidequests. 

The biggest changes, however, 
were reserved for the battle system. 


While it remains fundamentally similar 
to the one in the main game, Monolith 
has incorporated enough tweaks to 
make Torna's battle system feel more 
kinetic and engaging. As before, your 
character will automatically perform 
attacks while standing still, which will 
gradually fill up their Arts. This time, 
however, each Driver only takes two 
Blades into battle, and rather than 
swap between them to change the 
selection of Arts at your disposal, 
you'll switch places with them, 
bringing the Blade to the frontline 
while the Driver retreats to the rear. 
Switching is integral to your success 
on the battlefield; not only does it 
provide the character tagging out a 
chance to recuperate health and refill 
their Arts meters, you'll frequently 
need to switch in order to effectively 
chain Arts together. 

Torna ~ The Golden Country is yet 
another engrossing RPG from Monolith 
Soft, one that’s both visually arresting 
and dense with content. With a breath- 
taking soundtrack, a more focused 
storyline and a number of systemic 
improvements, Torna stands out as 
one of the best Switch adventures of 
the year, and one that all RPG fans 
should embark on, whether or not 
you've played Xenoblade Chronicles 2. 
— KEVIN K. 
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Back to the Battlefield 


THE VALKYRIA CHRONICLES 
series is 10 years old, but until this 
fourth entry, it has primarily appeared 
on PlayStation. It’s been rocky — after 
a strong first installment, the series 
petered out in quality. However, 
Valkyria Chronicles 4 was seemingly 
intended to be а return to form, 
styling itself a lot after Valkyria 
Chronicles 1 (which is also available on 
Nintendo Switch in remastered form, 
for a discount if you bought Valkyria 
Chronicles 4). The result is an impres- 
sive game that tells an interesting 
story, is filled with an intriguing turn- 
based strategy combat system and has 
a gorgeous art style that looks great 
on Switch, both docked and undocked. 
To start, let’s break down what 
Valkyria Chronicles as a series even 
really is. This Sega RPG takes place in 
an alternate world where various 
countries are at war. It’s weirdly 
modeled after World War II, with loca- 
tions and factions that resemble a 
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variety of European areas, countries 
and peoples. Valkyria Chronicles 4 
takes place during the same war as 
some past games, which is referred to 
as the Second Europan War. The pro- 
tagonist, Claude Wallace, is from the 
country of Gallia and he’s a member of 
the Federation Army, setting out to 
fight the evil Imperials with his squad 
that includes a variety of fellow 
soldiers, including his friend Raz. 

The game bounces between story 
scenes — either told in cutscenes or 
storybook form — and combat scenar- 
ios. The combat is extremely reminis- 
cent of the nearly forgotten 3DS game 
Code Name: S.T.E.A.M. This is a turn- 
based strategy game, but it involves a 
good deal of active player movement. 
While a variety of nuances can alter 
your strategies, it all boils down to 
various Command Points, which are 
used to activate a turn for a unit. 
Then, that unit can move around the 
battlefield until their meter runs out. 
At that point (or any point during their 
movement), they can attack, usually 


by using simple shooting controls with 
a reticule. The whole system is easy to 
dive into, and while it’s been around a 
decade since | last touched the series, 
playing this felt like riding a bicycle. 
Valkyria Chronicles has a liveliness to 
its combat that | felt was lacking in 
Code Name: S.T.E.A.M. While that's 
definitely helped by its distinctive art 
style, it’s mostly because everything is 
a lot more fluid during your turns. The 
landscapes of the battlefield also play 
heavily into your battles, offering 
cover and other obstacles as you 
traverse. The only problems really 
arise during some minor glitching 
while going through the environment. 

All of your units fall into different 
classes, such as the quick-moving 
Scouts, the long-range shooter Snipers 
or the newest addition, the grenade- 
lobbing Grenadiers. Your units can be 
improved over the course of the game 
as well. The overall flow of the game is 
nice, as you bounce between story, 
battles and upgrades with regularity 
and it always feels like you're moving 
forward, even when the battles start 
getting harder. 


The story has a few twists and 
turns, and for the most part, it’s well 
written and interesting. While taking 
place during a war, the whole thing 
has an air of anime goofiness. For 
example, you have a dog who wears 
an adorable little hat. Because why 
not. Where that good-natured contrast 
runs out of charm is the character of 
Raz, who is consistently toeing the line 
of misogynist grossness. Many a 
Japanese RPG has characters like Raz, 
but his consistent off-putting lines and 
general predilection toward sexual 
harassment held me back from 
enjoying this game as much as | could. 
It’s disappointing because aside from 
his repeated lechery, all the other 
main characters are great. 

Besides Raz, this really is a fantas- 
tic game. Especially if you're a fan of 
Fire Emblem or Advance Wars, it’s 
very much worth checking out. It has a 
supremely strong combat system that 
is unique, polished and rewarding. The 
story and art style combine to give it a 
great setting. The issues for Valkyria 
Chronicles 4 are mostly on the periph- 
ery. If you can get past some disap- 
pointing character actions and minor 
technical issues, there’s a dynamite 
and dynamic strategy game here. 

And there's a dog in a hat, and that 
is absolutely adorable. — NEAL 
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LITTLE DRAGONS CAFE on the 
Nintendo Switch is the latest simula- 
tion title helmed by Yasuhiro Wada, 
the original creator of the Story of 
Seasons franchise. Like many of his 
previous titles, it’s got a strong 
emphasis on building relationships 
(this time through food), but has a 
bunch of fantastic touches, like 
pint-sized vampires and shy were- 
wolves. Oh, and the titular little 
dragon, which you will need to raise 
along with juggling your serving duties 
at your family restaurant! 

The story revolves around a Mom 
and her twin children, who own and 
operate a café and inn оп a secluded 
island. One morning, the Mom falls 
into a deep sleep, and a wandering old 
man presents the twins with a dragon 
egg, saying that raising the dragon 
within is the key to awakening their 
mother. As one of the twins, you and 
the dragon can explore the island for 
ingredients to craft into meals for the 
patrons to raise your reputation and 
advance the story. The major patrons 
you'll meet all have a personal 
problem that gets solved over a 
course of in-game days, ranging from 
a pint-sized warrior who's trying to 
learn the meaning of true strength to 
a ghost who won't rest in peace. Even 
though everyone's problems get 
resolved the same way every time, 
there's plenty of character develop- 
ment for each of them, and it's 
exciting to see them return and impart 
their wisdom onto other café patrons. 

The story's pacing is unbearably 
slow during the first half, but every- 
thing opens up once your dragon 
spreads their wings for the first time. 
Being able to fly to new areas of the 
map is liberating, and | enjoyed poking 
into every nook and cranny to find 
another source of ingredients or a 
recipe fragment. It makes up for the 
fact that maneuvering on foot is prob- 
lematic — leaping upward onto plat- 
forms only seemed to work part of the 
time for me, and at one point | found 
myself completely frozen on a ledge, 
with no response from any of the 
controls except for the camera, forcing 
a reset. Hunting beasts on foot was 
also problematic, as sometimes my 
spoils would stick to a cliff face or 
somewhere else out of reach. 

Inside the restaurant is another 
story: The layout is not very well 
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designed, and it can get chaotic. You 
share your waitstaff duties with three 
other characters, and during busy 
times, all of you are constantly on the 
move. Sometimes, you’re pushed away 
from the bussing station or the 
register by another character getting 
in your path, which wastes time and 
potentially makes your customers 
angry. You can’t assign duties, and 
there’s no way to redesign or upgrade 
the restaurant. As for the actual food 
production, it’s done through a simple 
rhythm game where you press either 
the arrow buttons or ABXY buttons on 
the beat to raise the quality of your 
dish. | found it to be fairly forgiving in 
that my timing was a little less than 
perfect, but | still got an Excellent. You 
can stock up to 100 of an individual 
ingredient, which seems like a lot, but 
can be depleted really quickly when an 
ingredient is used in multiple recipes. 
Characters and interiors are 
rendered in a wonderful art style 
that’s reminiscent of colored pencil 
illustrations in a storybook, and 
everyone — even the clientele — has a 
unique look. There are some draw- 
backs: Shadows cast on characters 
often look jagged and out of place, 
and the outdoor environments have 
details that "pop" into view — some- 
thing that would be fine on Nintendo 
64, but is jarring to see on the Switch. 
Like many of Wada’s previous titles, 
Little Dragons Café is heartwarming 
from beginning to end, although it has 
a few flaws in its design that detract 
from the overall experience. If you like 
to explore, enjoy restaurant sims, or 
simply want to experience soaring 
through the skies on the back of a 
majestic dragon, then make a 
reservation at Little 
Dragons Café! 
— REBECCA 
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It's a very special dragon's egg. 
If you raise it properly, I'm sure 
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Back in the West at Long Last 


SEGA’S SHINING SERIES is one 
that’s gotten muddled in the West as 
the years have passed. While its 
origins are in old dungeon crawlers 
like Shining in the Darkness, the series 
is best known for the Shining Force 
strategy RPGs that elicit comparisons 
to Fire Emblem and Final Fantasy 
Tactics. So when the Shining 
Resonance Refrain was announced for 
a Switch release following the original 
Shining Resonance’s Japan-only 
PlayStation 3 origins, a wealth of 
confused fans might have been baffled 
when it turned out this game is a more 
traditional Japanese action RPG. 
Regardless of its genre, the Shining 
series has been mostly absent from 
Nintendo consoles, save a few 
portable entries. This is basically a 


0 


e 

A 

HP. 1365 
ES Mp 236 


fresh start. 

Shining Resonance Refrain is a 
remaster of the 2014 original that 
largely features the same content as 
the initial release, with the biggest 
addition being the "Refrain" mode that 
offers an alternate scenario with some 
new playable characters. It’s worth 
noting that unless you imported and 
played through the Japanese original, 
you're best off playing the default 
Original mode first. Unless everything 
clicks with you, going through it again 
in Refrain doesn’t seem totally worth 
it, because the game nearly overstays 
its welcome after the 20-30 hour 
campaign. 

The story centers around Yuma, a 
young man who is resonant with a leg- 
endary dragon that might hold the key 


to turning the tides of a war. He’s 
recruited by the kingdom of Astoria 
and winds up being the focal point of 
monumental battles against enemy 
forces. While Yuma is the main charac- 
ter, combat doesn’t necessarily focus 
just on him. Your party expands up to 
four at once and everything takes 
place in action RPG battles that are 
reminiscent of the Tales series or, even 
more relevant to Nintendo fans, the 
Xenoblade games (though in a much 
ooser comparison). Every player 
controls the same in battle, with light 
and heavy attacks as well as more 
powerful abilities that use magic 
points. 

The battle system is engaging 
enough, but outside of a few novel 
additions, it’s just kind of your 
standard action RPG system. You 
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control one character — likely Yuma 
since he can turn into a dragon to deal 
massive damage at times — and the 
rest go about their business on their 
own. You can loosely guide them to 
focus on attacking or healing, but the 
A.I. for your party members is frus- 
trating. They basically always burn 
through their magic points in battles 
with common enemies, so when you 
hit a boss, they’re not fully fresh. That 
pain aside, the combat system is fun, 
especially when your party’s attacks 
"resonate" for higher damage. 

What sets Shining Resonance 
Refrain apart from games of a similar 
style is its relationship mechanics and 
sidequests. Characters can develop 
bonds and relationships outside of 
battle that lead to some well-written 
cutscenes and sidequests, as well as 
some useful boosts in battle. 
Characters can also be customized in 
other ways too, whether it’s with an 
outfit or even elemental and damage 
boosts to weapons using add-on items. 

Shining Resonance Refrain is a 
totally pleasant and fine JRPG on 
Switch. It’s definitely not as pretty as 
its 4K cousins, but in my experiences, 
the game held up graphically docked 
and on the go. It’s a painfully linear 
adventure at times and involves a lot 
of retreading over the same areas 
over and over. That's not to say the lin- 
earity is awful — it at least helps keep 
the game focused and not really be 
longer than it has to be. 

In general, this game is a good rep- 
resentation of the acceptable baseline 
for RPGs to me. The combat system is 
all right. The story’s OK. It has some 
neat, distinct ideas like the relation- 
ship system and the fact your main 
character can turn into a dragon 
during battle. This is an OK RPG — it’s 
just not a great one. — NEAL 


Good evening. Yuma: Do you mind if we talk for 


little whil 
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The Reintro 


YS Vill: LACRIMOSA OF DANA 


ГУЕ MADE A terrible mistake. 

When Nintendo announced that 
Super Smash Bros. Ultimate would be 
adding Simon Belmont to the playable 
cast, | was content. Really I'd been 
happy with the roster as it existed 
even before then, but with Simon in 
the mix | was absolutely at ease. No 
cares about what or who came next. 
Didn’t need anyone else to be happy. | 
was content. 

Then | let myself fall even deeper 
into Ys VIII: Lacrimosa of DANA. | got 
to thinking about the rich history of 
this series, and about how its hero, 
Adol Christin, is another video game 
industry icon who originated right 
around the same time Simon Belmont 
did — 30 years ago. Then — and this 
was the terrible mistake — | let myself 
wonder what it might be like to have 
Adol Christin in the Smash roster. 

Just like that, discontented again. 
It’s not that it’s an impossible wish — 
especially not after this game has 
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reintroduced him as a hero so well. 
But in a series that already has а red- 
haired swordsman in the cast (Roy), | 
just don’t see Mr. Sakurai reaching out 
to Nihon Falcom to extend an invite to 
Adol to be the next third-party repre- 
sentative. 

Alas. | suppose l'II just have to 
enjoy playing as him in his own games! 
If you too would like to become a 
fan of Adol Christin, there’s no better 

place to start than here in Ys VIII. It 
seems odd to recommend the eighth 
game іп a series as a starting point, 
but that’s how the developers created 
this one. The series before this point 
has been such a mess, too, that it’d be 
nearly impossible to start from the 
beginning and play every installment 
in order. It’s jumped around to nearly 
two dozen different systems in three 
decades’ time, ranging from main- 
stream launches on PlayStation plat- 
forms to old, unlocalized entries on 
obscure Japan-exclusive computers. 
English-language, Nintendo-hardware 
adventures? There have been a scant 
few. Best to just start here. 
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All you need to know about Adol 
going into this adventure is that he’s, 
well, an adventurer. He’s had a lot of 
previous adventures. It’s how he 
defines himself and how others know 
him, and his best pal Dogi — the only 
other character returning from a 
previous Ys — knows he's going to get 
into trouble again just by hanging 
around Adol. 

His prophecy comes true. The two 
friends are riding on a passenger ship 
when it gets attacked by a leviathan at 
sea, then end up shipwrecked on a 
mysterious island nearby. Much of this 
I covered when | first began this Ys VIII 
review last time, but to partly review 
what | said in that part of the review, 
the focus of the first part of the game 
is Adol and Dogi’s work to establish а 
settlement on this island, fortify it and 
then seek out as many other survivors 
of the shipwreck as they can to build a 
real community of castaways. Dogi 
mostly stays behind and works on con- 
struction, so it’s up to you, as Adol, to 
venture out into the wild and rescue 
the lost and lonely. 


Island exploration is energetic, fast- 


paced and just plain fun. You take 
direct control over Adol and dash 
across beaches, climb mountains and 
spelunk through caves, combing every 
area in search of survivors. Combat is 
directly controlled, with Adol spinning, 
flipping and launching ranged blasts 
of wind from his sword with a set of 
special techniques that would per- 
fectly translate into a Super Smash 
Bros. moveset ... (No, Lucas! Stop 
that now!). Anyway, it’s a blast to take 
control of him. 

And others! Ys VIII doesn’t lock you 
into only playing Adol, as right off the 
bat you're introduced to the second 
playable party member, Laxia. A prim 
and proper member of high society, 
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she doesn't take too kindly to her cir- 
cumstances of being marooned on a 
deserted island with the likes of Adol. 
She comes around, of course, and con- 
tributes to his rescue efforts by show- 
casing her own skills with swords. 
Hers are piercing-type weapons, 
though, as opposed to Adol's slashing 
style. Then the third playable hero, the 
gruff and brutish Sahad, introduces a 
third attack style: bludgeoning foes 
with pure force. 

It's a bit of a Rock/Paper/Scissors 
system, as each enemy on the island is 
weak to one kind of attack. You'll want 
the appropriate hero running point for 
each different situation, and thank- 
fully a single button press instantly 
swaps Adol out for Laxia, then Sahad 
so you can always take control of who 
is best matched for each battle. Or 
don’t! | actually preferred to keep 
control of Adol most of the time, and 
the A.I. directing Laxia and Sahad as 
auto-controlled allies always did an 
admirable job of doing what they 
should do when they should do it. 

Once you get the team dynamics 
down, Ys VIII plays out in a satisfying 
loop: You set out from Castaway 
Village to find more castaways, you 
fight through new environments to 
explore the island more fully, you 
eventually locate someone new and 
you bring them back to Castaway 
Village. Then you set out again, and so 
on. Every time you come back you find 
that Dogi’s built up the base to be 
better and better, and you feel more 
comfortable and more at home. Which 
is good, because you then need to tap 
into your feelings of ownership when 
waves of enemy monsters attack in 
raid battles! 

Raids are mostly optional, but they 
break the pattern of always going out 
and coming back home, so they're a 


nice change of pace. Essentially just 
isolated battles that have you facing 
off against multiple waves of powerful 
foes, raids help keep you at the peak 
of your fighting game — and also 
reward you with bonuses like items 
that can increase your weapons’ 
strength, helping you gain a greater 
advantage in the main campaign as 
well. 

Another positive point? Ys VIII is 
largely non-linear. Many story beats 
happen in a certain sequence, of 
course, but in-between the major 
moments you've got a lot of freedom 
to pick which parts of the island you 
want to explore and when. That taps 
into one of my favorite feelings when 
playing open-world games, one I’ve 
talked about in connection with 
Xenoblade games in the past: 1 love 
stumbling across high-level areas that 
I’m clearly not powerful enough to 
handle yet. It’s fun to dominate low- 
level monsters, sure. But finding a 
forest filled with fiercesome beasts 
who could kill me in a single blow, and 
somewhow still making it through 
unscathed to discover treasures hiding 
within? That's spectacular fun. | love 
that feeling, and Ys VIII has got it. 

Another certified Lucas M. Thomas 
favorite feature is time travel, and 
without getting into spoiler territory, 
I'll just say that the further Adol 
explores this mysterious island, the 
more he discovers that not everything 
is quite as it seems. He begins to have 
dreams of a blue-haired maiden he's 
never met before. Who is she? Could 
she be real? She sure seems real, con- 
sidering she seems to be able to pass 
relevant, reliable information along to 
Adol before he wakes up... 

Ys VIII: Lacrimosa of DANA is just a 
joy, and I’m so thankful that | took a 
chance on it after the early buzz was 
so intensely focused on its poor local- 
ization. That localization has been 


entirely fixed, so it’s no longer worth | 
worrying about in the least. What's \ 
here is a wonderful adventure, a great 


reintroduction to Adol Christin and, \ 
hopefully, a fresh starting point for the { 

Ys series to build on moving forward. | ) 
just hope Nihon Falcom settles down 

and keeps any future sequels coming Y 


to mainstream platforms like the 
Switch. You know, this great new 
Nintendo machine that has Smash 
coming out on it? Adol would really 
be great... (No! Stop!) — LUCAS 


Dramatic Finish! 


THE CHIEF FAILING of Dragon Ball 
fighting games is that, while great 
effort is made to capture the frenetic 
action of the source material, little 
mind is paid toward the core tenets of 
the genre, leading to a wealth of titles 
with all the depth of a koi pond. For 
Dragon Ball FighterZ, Arc System 
Works has applied the technical know- 
how from their years honing the Guilty 
Gear and BlazBlue franchises to make 
the EVO crowd finally take notice of 
Goku and company. 

Building upon the visual style first 
employed in Guilty Gear Xrd, 3D char- 
acter models are cel-shaded to 
resemble hand-drawn artwork, while 
animations are slightly choppy by 
design to more closely emulate TV 
anime. It may be a cliche to say a 
Dragon Ball game looks just like the 
show, but FighterZ looks even better! 

Typical matches are three-on-three 
affairs, in which you can call for 
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support from one of your standby 
partners or have them tag in. 
Paramount for genre excellence is a 
combat system balanced between 
aggression and evasion, generously 
demonstrated via guard breaks, 
cancels, reflects and even teleporta- 
tion. 

Another key requirement is accessi- 
bility, implemented here as simplified 
command prompts. Mapped to the 
four face buttons are light, medium, 
heavy and Ki attacks, and mashing any 
one of them repeatedly triggers an 
insane combo string that sends you 
and your opponent zipping across the 
stage. Regarding special moves, most 
are performed by a quarter circle 
motion plus Z, ZR or any face button — 
if you can pull off the Hadoken in 
Street Fighter, you're practically a 
FighterZ pro already! 

Even more remarkable is how 
unique each of the 24 (plus eight DLC) 
characters feels. A major gripe with 
past Dragon Ball games is how, 
outside of their signature moves, the 


various combatants move and operate 
so uniformly. This time, Android 16 is a 
hulking brute who casually tosses his 
foes around, Tien strikes fast with 
crane-style kung fu, Beerus bats 
around energy spheres like a house 
cat playing with his toys... all possess 
their own perks and foibles. Even 
Yamcha, whose ever-increasing use- 
essness over the decades has trans- 
formed him into a legendary meme, is 
redeemed in his playable appearance 
here by a wild and unpredictable style 
derived from his patented Wolf Fang 
Fist! 

FighterZ unequivocally succeeds in 
pure gameplay; as a complete 
package, however, there are some 
glaringly sour spots. 

The story mode — an original three- 
arc scenario centered around the 
game-exclusive villainess Android 21 — 
throws you up against map after map 
of the same assembly of simple- 
minded clones of the regular cast, who 
upon defeat grant experience points 
and passive skills like health regenera- 
tion. The grind wouldn't be so bad if 
the narrative was compelling, but not 
only does the story make little sense 
even by Dragon Ball series standards, 
character models in cutscenes amble 
with the stiffness of Chuck E. Cheese's 
animatronics. The only reasons to 


power through are to unlock Android 
21 for the other modes and to view the 
admittedly amusing vignettes trig- 
gered by specific fighter team-ups — 
Gotenks trying to teach Nappa how to 
go Super Saiyan is a particular 
favorite of mine! 

By navigating the main lobby — a 
colorful diorama populated by chibi 
player avatars that is probably a little 
too busy for its own good — you'll find 
a bevy of ranked and unranked online 
battle modes. The highlight is the 
three-on-three Party Match, in which 
instead of commanding a full set of 
three fighters alone, duties are split 
amongst fellow participants. They can 
be a blast, provided everyone's 
Internet connection is stable. 
Debilitating lag that renders fights as 
slideshows is ever the bane of online 
fighters, and it makes anything aside 
from local matches a gamble of your 
free time and enjoyment. 

Yet the core of FighterZ is so mas- 
terfully executed that not even a weak 
single-player campaign and flaky 
online shenanigans can mire its 
accomplishments. This is the long 
sought-after bridge that links fans of 
the anime with hardcore virtual pugi- 
lists, and it deserves to serve as the 
template for all future Dragon Ball 
fighting games. — TONY 


Nicalis’ Conflicted Crossover Clash 


AT FIRST GLANCE, Blade Strangers 
lives up to its name. An unlikely group 
of 14 combatants from six entirely dif- 
ferent Japanese and American indie 
titles unite for a simple-to-control, 


anime-style fighting game? That's defi- 


nitely a strange enough concept, and 
one that certainly shows plenty of 
promise. Once you get past the 
premise though, the results are hit-or- 
miss, in ways that sometimes feel a 
little desperate. 

The game uses a hybrid of tradi- 
tional 2D sprites and polygon-based 
art with 3D-based backgrounds, 
similar to what you'd find in Dragon 
Ball FighterZ — but here, the seams 
show a lot of the time. Some anima- 
tions looks smooth and expressive; 
others look muddy and choppy. It feels 
less like they didn't know how to make 
the game look better than this, and 
more like they just ran out of money, 
which would make sense given the 
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Blade Strangers' humble origins. 

The overall style of the game is also 
a mixed bag. The engine has some 
similarities to SNK Heroines: Tag Team 
Frenzy — another recent fighter with a 
simplified input scheme and copious 
dollops of cheesecake — but it’s 
nowhere near as consistent with its 
messaging. While Gunvolt may be 
showing off his belly button again, and 
Isaac still refuses to wear clothes of 
any kind, these boys still come off like 
innocent kids compared to the bouncy 
and bodacious antics of Solange from 
Code of Princess and Kawase from 
Umihara Kawase. This mishmash of 
design decisions make it hard to know 
who the game was made for. Was it for 
the combo-loving hardcore fighting 
game community, or gamers looking 
for a button-mashing, beginner- 
friendly party brawler? Almost half of 
the gang here look like pin-up girls, 
while the other half are formerly 
super deformed, baby-bodied sweet- 
hearts, depicted with more realistic 
proportions here for the very first 


time. So was the goal to bring previ- 
ously lo-fi indie characters to the next 
level of graphic fidelity? Or was it 
more of an effort to round up fantasy 
anime prom dates for lonely teens? 
I’m still not sure. 

This internal battle of warring pri- 
orities also comes across in the overall 
balance of the game. For instance, 
Curly Brace stays true to her Cave 
Story moveset, despite receiving a 
Toadette-to-Peachette-style transfor- 
mation from a big-headed kid to a 
full-figured warrior princess. The 
problem is, her signature machine gun 
special move, which can be performed 
with a touch of a button, in the air or 
on the ground, can completely destroy 
every А.І. opponent. It's also highly 
effective against new players who 
haven't figured out how to counter her 
projectiles, making Curly a frequent 
sight when playing online. The devel- 
opers definitely anticipated that 
players would spam certain moves, 
which is why they implemented a 
system that diminishes the strength of 
an attack if you use it too much. Still, 
it’s just one example of a place where 
the game seems to care more about 


the characters than it does its viability 
as a competitive fighter. 

That said, it’s a good thing that the 
game cares so much about its cast, as 
they’re the only thing that makes the 
game really stand out in the crowd. 
The Switch is experiencing a flood of 
2D fighters unlike any Nintendo 
console has seen since the days of the 
SNES, So it’s not entirely the game’s 
fault that it’s struggling to make a 
name for itself. It’s not as big of a 
crossover as BlazBlue: Cross Tag 
Battle, it’s not as fanservice-focused 
as SNK Heroines, it’s not as expensive- 
looking as Dragon Ball FighterZ and 
it’s not as original as Pocket Rumble. 
Instead, it is a solid, deep-enough, 
easy-to-pick-up fighter that lets you 
play as a big, burly Shovel Knight who 
can summon the Troupple King in 
battle against a fully-voiced, buffed-up 
version of Quote from Cave Story. | 
still don’t know how | feel about 
hearing Quote speak, but | know that 
as a diehard fan of about half of the 
games represented by Blade 
Strangers, I'm glad it exists, despite 
my hesitation to give it a strong rec- 
ommendation. — JONATHAN 
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Transform and Roll Out 


PM GOING TO need a bigger closet. 

In addition to the cardboard piano, 
fishing rod, motorcycle handlebars, 
toy house and full-size wearable robot 
suit backpack | assembled over the 
summer months, I’m now the proud 
owner of a cardboard steering wheel, 
flight stick, gas pedal and turbine-ish 
thing as well. They’ve joined the 
growing collection thanks to the latest 
Nintendo Labo set, the Vehicle Kit. 

As with its predecessors the Variety 
Kit and the Robot Kit, this third Labo 
set ships to stores simply as sheets of 


flat cardboard in a box. You clear off a 
table to use as a construction zone, 
set up your Nintendo Switch with its 
kickstand to display assembly instruc- 
tions on its screen and remove the 
sheets one by one, punching out bits 
and pieces of them, folding along pre- 
scored lines and combining parts 
together until the finished "Toy-Cons" 
emerge at last. As I'd previously put 
together all of the older Labo toys, the 
process this time went a little quicker. 
But you'll still have to set aside hours 
for the process, so take that into 
account when considering any Labo 
set as, say, a Christmas gift. (I predict 
lots of Moms and Dads spending large 
chunks of their holiday breaks folding 
cardboard together.) 

In this case, though, the investment 
of time feels a little more worthwhile. 
With the Variety Kit and Robot Kit you 

got an array of small activities 
to experience once the 


toys were all put together, and each 
little game was separate from all the 
others. With the Vehicle Kit, the main 
game experience is a combined world 
that you can explore with all three of 
the different vehicles you build: a car, 
a plane and a submarine. 

The Vehicle Kit Adventure offers an 
open-world island with a wide variety 
of areas to explore, from a lazy lake to 
a rocky canyon, a massive ice-covered 
mountain to a giant pyramid sitting in 
ascorpion-invested desert and more. 
It captures kids' attention right away, 
and if you've got more than one ina 
room playing with you they'll all chime 
in with where the transforming vehicle 
should head to next. 

The fact that the vehicle can shape- 
shift at any time is novel and fun, too 
— and each one has its own function 
beyond just being able to maneuver 
through land, sea and sky. 

The car is the default form and is 
the Toy-Con you're directed to build 
first. It drives along as you'd expect a 
car would, but is granted defiance of 
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gravity if you try to trek straight ир а 
steep slope — it'll ablige you, just 
slowly. It’s also equipped with lots of 
robot arms that shoot out from either 
side, like a buzzsaw for cutting down 
trees and a bomb launcher for blowing 
obstacles in your path apart. 

The airplane is the most fun as the 
fastest and most free of the bunch, 
and its trigger to fire off missiles any 
time you want is a blast (literally). But 
it guzzles fuel, so you'll always need to 
keep a gas station in sight. 

Lastly, the submarine. It's awkward, 
slow and confusing to operate. By far 
the least fun of the three and a poten- 
tial frustration for younger players for 
sure, but if you shift your mindset into 
patient underwater exploration mode 
any time you drop into the sea to dip 
beneath the waves, it’s a welcome 
change of pace from all the zipping 
around and turbo-boosting up on the 
surface. It's got a harpoon you can fire 
to latch onto any underwater treasure 
you might come across. 

Exploring virtual open worlds 
always captures my imagination, but 
it's truly novel to discover one while 
sitting in the driver's seat of three dif- 
ferent vehicles that | built with my 
own hands. If you've got the time and 
patience for the assembly process, the 
reward of getting to enjoy this world is 
worth it. — LUCAS 


SHIFT INTO TURBO 


TOY-CON CAR 


Now, some more in-depth thoughts on each 
of the three individual Toy-Con vehicles 
included in the Vehicle Kit. The Toy-Con Car 
is the largest, most elaborate and most 
time-consuming of the trio to assemble, but 
that’s because it’s also the most versatile. 

The central steering wheel is nothing too 
fancy, and you've surely played with a 
plastic wheel peripheral with some other 
video games in the past — this one smoothly 
translates your turning instructions into 
on-screen action by reading the rotation of 
the Joy-Con controller you insert in its 
center (which is a feat of game engineering 
worthy of a round of applause all on its 
own). 

Flanking the wheel on either side of the 
cardboard base is a pair of levers with 
twistable knobs on their tops. These 
activate the car’s various robot arm 
appendages, like the buzzsaw blade and 
bomb launcher mentioned before. Their 
most critical function is deploying a hose to 
connect to gas stations and refuel your 
vehicle, though — if you ever run out of gas, 
you're kicked to the Labo equivalent of a 
Game Over screen. It’s critical, then, that 
you locate each station — there’s one in 
every different zone on the map — and 
revisit them frequently. It’s a little finicky to 
properly line up the car and the refueling 
hose, which can be frustrating when you 
just want to grab your gas and then get back 
to the real meat of the adventure. 
Patrozining the petrol places also unlocks 
the pause menu map piece by piece, though 
— а lot like climbing every Sheikah Tower in 
Breath of the Wild — so it’s worth your while 
to seek out all of them. 

A third lever on the left side of the base 
sends the car into reverse, and then a pull- 
string on the right side activates a turbo 
boost of speed when you yank on it like a 
parachute zip cord. My 4-year-old got a bit 
too excited with yanking said turbo cord, 
though, and caused some damage to our 
Toy-Con Car. You can forget for a while when 
you're immersed in all the exploration, but 
these things are just made of cardboard and 
they won't last long if they aren't properly, 
gently played with. 

The last point of interest for the Toy-Con 
Car? It’s compatible with Mario Kart 8 
Deluxe! A new patch for that game has 
added the fresh functionality, so it'll serve 
you even beyond the Vehicle Kit island — in 
the Mushroom Kingdom! 


THE WILD BLUE YONDER 
TOY-CON 
PLANE 


Smallest and simplest to assemble is the 
cardboard flight stick known as the Toy-Con 
Plane. It also feels a little flimsy and off- 
balance, though — the most critical compo- 
nent of its construction is a single piece of 
cardboard folded over and over on top of 
itself again and again like an accordion. It 
sits beneath the main stick section and the 
base on the bottom, allowing you to twist 
and turn the stick in 360 degrees and at any 
angle of severity. That’s good. It works as it 
should. But folded-over cardboard isn’t the 
best at keeping a rigid neutral position 
when you release the pressure of your 
guiding hand to return your plane to a level 
flying angle, and it has a tendency to loll 
lazily, drooping over to one side or the 
other. It’s nothing too concerning, as func- 
tionality doesn’t seem to be impacted in any 
way — just another reminder that these are 
homemade video game controllers and not 
professionally manufactured plastic periph- 
erals. 

Unlike the car and its collection of lots of 
different gizmos, the plane is a one-trick 
pony — beyond flying through the sky, its 
sole other function is firing out missiles. A 
tap of the trigger on the front of the stick 
sends a pair of them shooting out directly 
ahead, but if you hold the trigger down and 
wait a few seconds, a targeting reticule will 
appear in the middle of the screen to help 
you take aim at your target. What’s more, 
these missiles are equipped with lock-on 
technology! Line up the reticule (or just get 
reasonably close) and the crosshairs will 
snap into place over top your chosen target 
— then, when you let the pressure off the 
trigger, the pair of missiles that launch will 
home in on and strike your quarry without 
fail. 

One of the objectives in each zone of the 
open-world island is locating and popping 
10 balloons floating around in the sky, and 
that seems to be the height of aerial action 
in this game. No dogfights against enemy 
jets or anything of that nature, sad to say. 
But since Nintendo gave an extra life to the 
Toy-Con Car over there by patching Mario 
Kart 8 Deluxe to support it, | have to 
wonder whether they’ve got some further 
purpose for the Toy-Con Plane in mind too. 
It's probably not complex enough to handle 
something like a Star Fox game, which 
would need more buttons than the lone 
trigger found here. (You can’t even do a 
barrel roll!) But maybe something just a bit 
lower on the tier list, like a new Pilotwings 
game? Exploring the Vehicle Kit Adventure 
is the closest Nintendo’s come to that series 
оп a home console in years, after all. 


SPLISH SPLASH 
TOY-CON 
SUBMARINE 


Last and actually least, the Toy-Con 
Submarine. Look at this goofy, oddball, 
what’s-going-on-here contraption. | was 
confused by the nature of this device 
months ago in our Labo-themed issue, and 
I'm still kind of confused by it even though 
I've now built one myself and played with it 
at length. 

What you've got here is essentially a pair 
of waterwheels, the likes of which you may 
have seen if you ever took a family vacation 
to a rustic old mountain town and toured a 
vintage creekside mill. The wheels don't 
spin freely, but rather ratchet along one 
notch at a time. As you rotate them, the 
angle of the horizontal handle in the middle 
translates to the angle of the two turbines 
on the back of your watercraft on the 
screen. Yes, the "submarine" you get to be 
the helmsman for isn't a Hunt for Red 
October-style submersible like you get in 
Nintendo's Steel Diver — it’s instead the 
twin-engined terror you see in the screen- 
shot on the adjacent page. 

It’s not absolutely horrible, so | don't 
want to get too hyperbolically negative 
about it. But the learning curve, for me, has 
been steep. It takes some mental gymnas- 
tics to independently rotate the left and 
right motors and remember which way 
turns the sub what way, and then reverse 
those rotation instructions for the opposite 
side. | had the most success when | decided 
to slow down, turn both engines at the same 
time to keep them lined up to descend and 
ascend in unison, then only twist one side 
when I wanted to turn to the left or the right 
underwater. It’s slow-going. My kids had no 
patience with it, which is OK since there’s so 
much on land and in the air for the car and 
plane to experience — but you also don’t 
want to feel like you’re missing out on a 
third of the game, so tackling the sub’s 
learning curve has to happen sometime. 

As for future functionality for this Toy- 
Con? | don’t see it happening — at least not 
in connection with another virtual vehicle of 
the same design as this on-screen sub. Give 
me a new Nintendo Labo WarioWare mini- 
game compilation, perhaps, that lets all of 
these oddball Toy-Cons live on with some 
new game designs that leverage their 
unique strengths. I’ve got the perfect idea 
for one: two-player co-op versus action with 
two warring vintage creekside mills! 
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SECOND OPINIONS 
OCTOPATH TRAVELER 


SINCE EVERY PATH for every player in Nintendo and Square Enix’s new Octopath Traveler is different, we thought it might be appropriate to offer an additional pair 
of perspectives to complement the tales of Brett's journey that were printed in our previous issue. Have you set out on this quest yet yourself? — LUCAS 


- ані ta “ 
FAITH. KNOWLEDGE. REVENGE. Redemption. Treasure. All of these — and 
more — are sought by the eight main characters of Octopath Traveler as they 
traverse Orsterra, and | found myself enthralled as | joined them on their 
journey. 
If Breath of the Wild is the Switch's most beautiful action RPG, then Octopath 


Traveler is its most beautiful traditional RPG. The world’s design made me imme- 


diately realize why Nintendo decided to include a pop-up book in their special 
edition, and | agree with many people's feelings that Final Fantasy VI should be 
remade in the same manner. Sure, everything’s as pixelated as a 16-bit title from 
20 years ago, but it’s how the final product is assembled that makes all the dif- 
ference: add some flowing water, give the desert sand a little sparkle under the 
sun, watch the howling winter winds. And the music! Every area has its own 
sound and its own instruments, and it’s hard to choose a favorite, but one of the 
battle themes has the best violin I’ve heard since | first watched Sailor Moon S. 

Everyone’s stories were gripping, and while | had Therion as my primary 
character, Tressa rapidly became my favorite, despite her story being primarily 
lighthearted compared to how dark many of the other characters’ were. While | 
didn’t have any issues with H’aanit’s Olde English hotchpotch, | found the use of 
Cockney rhyming slang in Therion’s story a little unusual. There were some 
stories that would probably have meshed with each other perfectly with a little 
extra writing, like Ophelia’s and Cyrus’. If there is a sequel — and judging from 
the stellar sales numbers, there should be — adding elements of teamwork and 
camaraderie between two or three characters early on in the game would be a 
great improvement. 

If there's one thing | would change about the game overall, it would be the 
boss battles. Too often there's a huge difficulty spike when you face a chapter's 
final boss compared to the monsters you saw leading up to it, and it’s also when 
Octopath decides to throw out its nastiest battle tactics. It took me a few hours 
to finally defeat the boss in H’aanit’s Chapter 3, but it made me cheer in triumph 
when it happened. Despite all that, | loved 
fighting in battles, even with all the grinding 
| was forced to do. Boost Points and break- 
ing enemy defenses were great additions 
to the usual turn-based battle system 
and added an extra element of strategy. 

If you’re longing for the magical ex- 
periences of the RPGs of yesteryear, pick 
up Octopath Traveler and make it a part 
of your own life's journey. — REBECCA 
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TOO WIDE A NET 


OLD-SCHOOL JRPGS haven't gone anywhere. It sounds cheesy, but they'll 
always be in our hearts — as well as any number of remasters, remakes and re- 
releases we'll never be rid of. In reality, they're also very well represented on 
3DS, and many old-school staples like Final Fantasy and Dragon Quest are still 
on the table. When you want that really, really old-school experience though, 
games like Octopath Traveler rush to the rescue. 

It’s great to see developers push technology to the limit to see how mesmer- 
izing they can make games look, but it’s just as great to witness studios who can 
work within the confines of a specific style. I've always said that Super Mario 
Galaxy 2, even by today’s standards, still looks better than most open-world 
games. Similarly, the retro aesthetics of Octopath Traveler are impressive on a 
level that state-of-the-art JRPGs in 2018 don’t quite dare to attempt. 

There’s a real sense of scale here, whether you’re wandering around a small 
village or the gigantic, interconnected world map. NPCs tend to blend together, 
as do monsters on occasion, sure, but the scenery is the real star, spanning 
several wondrous biomes, and JRPG-friendly caves and dungeons. 

Octopath Traveler has stars, of course, and your mileage may vary depending 
on which one you're taking control of. Although you're basically required to run 
through everyone’s campaign, you can do so in any order you choose, and there 
are several cast members who have stronger backstories, motivations and play 
mechanics that make them more enticing party prospects. 

That's Octopath's main fault: It’s a bit too ambitious from a storytelling per- 
spective. Square Enix nailed the visuals and the feel. It plays like an old-school 
game but all of the modern conveniences are there: fast travel, more frequent 
saves, the whole kitchen sink that perplexed JRPG fans in the days of yore. But 
having to slog through hours with a character you don’t really like, when they’d 
typically be presented as a throwaway party member that was earned and for- 
gotten in another JRPG, can be a chore. The whole "multi-story" approach is a 
good idea, but perhaps eight whole stories at once was too wide a net. 

Octopath Traveler straddles a weird line 
between "old-school JRPG enthusiast dream" 

and a project with too many cooks. The 
fundamentals are present, combat works 
just as it should, upgrades and leveling 
feel satisfying, it’s gorgeous from start 
to finish and its soundtrack is a joy to 
listen to — | just hope we get a more 
pointed tale in the same vein in the 
future. — CHRIS 


Trade Tempest | 
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SECOND OPINION 
MEGA MAN LEGACY 
COLLECTION 2 


THOUGH IT PAINED me to do so, | allowed Neal's 
opinion of Mega Man 9 to be printed in our 34th 
edition — even though he said "it’s certainly in the 
back half of overall Mega Man games." | am shocked, 
sir. Seriously — most fans place 9 in the running for 
best Classic game in an endless debate alongside 2 
and 3, and that’s high praise | think it deserves. 

Inti Creates perfectly recaptured the look and feel 
of the NES era for Mega Man 9, and even without that 
nostalgia factor it soared with its own inventive 
Robot Master weapons and incredible soundtrack. 
(Galaxy Man, seen above, has one of the greatest 
themes in the whole series.) So no, Neal, 9 isn’t in 
the back half. It’s Top 3. 

For the greater Mega Man Legacy Collection 2 
encapsulating it and its siblings Mega Man 7, 8 and 
10, my chief complaint is the lack of the spectacular 
Rewind feature from Legacy Collection 1. Capcom 
brought this second compilation in-house after 
Digital Eclipse performed some kind of software 
sorcery on the first six series installments, and while 
it likely would have taken an even more herculean 
effort to make it happen, extending the power to 
reverse time into the entire 10-game line would have 
been mind-blowingly wonderful. Alas. — LUCAS 


COMMUNITY 


HBOWSETIE 


Uh... Queen Koopa has arrived? 


DO YOU REMEMBER the 19th of 
September? That's the day when 
"Bowsette," (a.k.a. Princess Bowser, 
a.k.a. Peachowser, a.k.a. a lot of 
other names) made her glorious 
debut, and the Mario fandom will 
never be the same again. 

Here's the backstory. As covered 
back on Page 56, the Super Crown 
is a new power-up in New Super 
Mario Bros. U Deluxe that allows 
Toadette to transform into a near- 
exact copy of Princess Peach called 
"Peachette." That revelation was in 
and of itself a watershed moment 
in the minds of many a Mario histo- 
rian. Does this mean that Peach has 
actually been a Toad all along, 
wearing the Super Crown in order 
to set herself apart from the com- 
moners? Theories around that 
question remain as we speak, but 
the real heat here lies with another 
query: What would happen if 
someone else in the Mushroom 
Kingdom wore the crown? Would 
they too turn into a new breed of 
Peach? 

Twitter user Hinawa ( ) 
set about answering that question 
in a simple four-panel comic strip 
(seen to the right) in which Bowser 
tries on the crown for himself, and 
the results were more powerful 
than anyone could have imagined. 
As of this writing, the comic has 
over 200,000 likes on Twitter, 
making it one of the most popular 
pieces of Mario fan art of all time. 
More importantly, it went on to 
inspire literally thousands of artists 
all over the globe to create their 
own renditions of Bowsette, includ- 
ing legendary Capcom illustrator 
Akiman, Iconoclasts creator Joakim 
Sandberg, Cryamore artist Rob 
Porter, Pop Team Epic’s Bkub 
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Okawa and Blizzard character 
designer Gabo, among many, many 
others. Then there are the count- 
less cosplayers, sculptors, live- 
action performers, musicians, game 
modders and mixed-media artists 
(including the Arby's social media 
team!) that have also spun their 
own takes on the character. 

There is simply too much 
Bowsette out there for any one 
person to see, which may be why 
Japanese fans have put together an 
all-day convention, scheduled for 
October 27, to share their love for 
the King/Princess. Bowsette mer- 
chandise and monetized videos 
have also popped up in huge 
numbers, revealing that some 
content creators are only on board 
the Super Crown train for financial 
reasons. Regardless of your 
motives, anyone who wants to 
explore the world of Bowsette — 
and offshoots like Booette and 
Ridleyette — would do well to pre- 
filter adult content as necessary, as 
this trend can veer beyond PG-13 
territory very quickly. 

So why is Bowsette such a big 
deal? Opinions on that differ, but 
based on the wide variety of ways 
she's been depicted, it’s because a 
lot of people want to see Bowser 
get in touch with his feminine side, 
and/or for Peach to embrace her 
repressed bad girl tendencies. 
Since Bowsette is a purely fan-con- 
trolled phenomenon, it's up to the 
artists to decide who she is, 
allowing each take on the concept 
to be a unique character unto itself. 
Some look more like Bowser in a 
dress, while others are just basic, 
blonde fire-breathing princesses, 
but all of them speak to that partic- 
ular artist's goals. — JONATHAN 
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COMMUNITY 


AFRESH TAKEON 2D 


Super Mario Flashback sends our hero back to the past. 


BEFORE 1 CAN regale you with 
fresh Mario fan game hotness, | must 
discuss my beef with New Super 
Mario Bros. 

Mario’s return to the second 
dimension after more than a decade 
was certainly a welcome develop- 
ment. What wasn’t welcome, in my 
opinion, was the sterile polygonal 
visual style that Nintendo chose to 
employ over crisp pixel art. The 
same aesthetic was later reused for 
one sequel. Then another. Then 
another! Four games across four dif- 
ferent hardware configurations, yet 
you'd be hard-pressed to tell them 
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apart at a quick glance! Compared to 
the diverse presentations of the 
older NES and SNES titles, the New 
series’ uniformity felt, dare | say, 
lazy? Looks may not be everything, 
but shouldn’t we expect more out of 
the genre king? 

Super Mario Flashback is a new 
example of the kind of direction | 
had once dreamed Nintendo would 
lead the mustache man along. In 
production since 2014 by Turkish 
indie developer Mors, Flashback 
combines the running and jumping 
of classic 2D Mario with the hit point- 
tracking and star-collecting of his 3D 


0023050 


escapades. From a purely mechani- 
cal standpoint, it’s nothing we 
haven't seen before out of the fan 
game community. As a visual 
showcase, though? MmmWAH! 
Delicious! These visuals have blos- 
somed by leaps and bounds over the 
course of development — art in 
earlier demos featured thick black 
outlines, flat colors and limited ani- 
mations, yet there was some appeal 
in those handcrafted constructions. 
Further polish has resulted in an 
environment greatly resembling the 
NES Mushroom Kingdom, enhanced 
with subtle fog effects, tufts of grass 


RIO 


and the odd butterfly dancing in the 
breeze. 

Flashback looks phenomenal in 
screens, but it’s something else 
entirely in motion. Hammer Brothers 
wind up for the toss, which is tracked 
through the air with afterimage 
trails. The leaves on Piranha Plants’ 
stems shake about as they snap their 
traps. Koopa Paratroopas look espe- 
cially happy to sport wings, and they 
will raise their hands and stretch 
their mouths in a mirthful grin with 
every bounce along the road. Each 
enemy squashes and stretches with 
multiple frames of animation, 
bestowing them with bubbly person- 
alities completely absent in the 
official New games. 

Mario too expresses his merri- 
ment by somersaulting from off- 
screen into a proper gymnast 
landing at the beginning of a level. 
Once equipped with the Fire Flower, 
he renders his foes to a comically 
charred crisp as any feathers or 
leaves on their persons flutter away. 
He even has a new slide-kick tech- 
nique, triggered by holding down 
plus either left or right following a 
Ground Pound. Along with the Wall 
Jump, the Super Jump from Super 
Mario Bros. 2 and a high-speed 
sprint activated after running unin- 
terrupted for a few seconds, our 
stalwart plumber is blessed with 
plenty of sweet moves befitting of 
this re-imagined, re-animated world. 

If you’re in the mood for 2D Mario 
with an added dose of character and 
charm, follow the progress of Super 
Mario Flashback! — TONY 


@MarioFlashback 
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the sitcom starring a final 


obnoxious ¿90s/ video game mascot 


Aww, look? 
One of the is 
playing with that 


ADORA-DOCTOUS 1 ¢ 2 
HOW MANY OF THESE THINGS 
DO YOU HAVE AS PETS ANYWAY?! 


Only a mere 


but can you 
blome me? 


They're just 


COMIC BREAK 


boss and an 


by LLK 


the cuddliest, 
umn... is that a 


shmoopie-doopie 


BY LINDSEY LAYNE KING 


Awwwww ® 
Did you see that?? 


You’re a little button, 
oren’t you? 
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WHEN YOU LAY them all out like that, it really does look like a lot, huh? (I’m really not going to be able to do big 
spreads of all the old issue covers like this too much longer. There are too many, and these have already been shrunk 
down teeny-tiny to fit all together!) This latest collage of NF’s past is placed here to celebrate another milestone being 
hit by this issue: Six whole years’ worth of NF Magazine issues have now been produced! From January 2013 to 
December 2018, we've kept the legacy of Nintendo print magazine coverage alive for six entire years now. Wowza! 


While a few of you have been with us since the very beginning, most of you joined the Force at some point a little 
later down the line. In the wake of this issue’s release I'll once again be diving back into our back catalog and working 
to assemble a few new bundle options for back issue purchases through the website store at NFMagazine.com, so you 
can get caught up on where we've been before we head out to where we're going next! 


2019 will host our seventh year of all-new NF issues, and what a year it’s going to be! Nintendo's got the deck stacked 
already: Daemon X Machina. Fire Emblem: Three Houses. Luigi’s Mansion 3. The next generation of Pokémon. Travis 
Strikes Again: No More Heroes. Animal Crossing for the Switch. New Super Mario Bros. U Deluxe. Shovel Knight: 
Treasure Trove. Yoshi’s Crafted World. DOOM Eternal. Maybe even Metroid Prime 4 and Bayonetta 3? We'll bring them 
all to you in the pages of new NF issues soon, adding more colorful covers to this collage, filling your walls with more 
great posters and continuing the journey we started... six years ago! — LUCAS 
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